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he wait is almost over. Eight 
months after the Japanese 
launch, UK consumers will finally 
be able to get their hands on the world's 
most desirable piece of wdeogaming 
hardware, the Nintendo 64, on March 1. 

Or will they? 

Incredibly, only 20,000 units have 
initially been made available for the UK 
market, and mdny af these have been 
pre-ordered. For those who do succeed in 
finding one, this month's N64 supplement 
will no doubt prove an invaluable guide to 
the console — its history, its architecture, 
and its forthcoming games. 

In. the  postlaunch optimism, 
however, it is important to keep one eye 
on the bigger picture. The shortage of UK 
machines is the latest in a senes of 
consumer-baiting delays and controverstes 
that have surrounded the launch of 
Nintendo's 64bit gamebox. In Japan, 
finanaal analysts are getting edgy. There 
are still only ten games available for the 
console, and in a stark contrast to the N64 
frenzy which has swept the US, there are 
thousands of units still freely available on 
the shelves of Japanese shops. 

Some have insinuated that Nintendo 
is losing its way. Increased competition 
from Sony, a comparatively new nval, is 
intense. The rules of.the game are 
changing. It used to be that software 
companies would fight to have their 
games released on Nintendo hardware. 
Now the PlayStation is proving to be a 
desirable alternative 

Yet Hiroshi Yamauchi, Nintendo's 
vitnolic president, remains aggressively 
optimistic, as this month's candid profile of 
the man reveals. 

The 64bit age has at last amved, 
potentially the best videogames are on 
their way, and it's a sure thing that Messrs 
Yamauchi and Miyamoto still have a few 
more tricks up their sleeves 





The future is almost here... 
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How will Core Design follow Tomb Raider? Edge pays the 
company a visit to get an exclusive look at Ninja, its next big 
project, and asks, can lightning strike twice? 


30 innerioop | 


Edge visits an Oslo-based codeshop with big plans for the future 
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The future of the M2 is still shrouded in uncertainty, but the first 
games are already neanng completion. Hull-based developer 


Perceptions is working on an RPG of grand proportions 
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innerloop rechralogy demo 


ff ys ta 


Power i 





insideview 


a 


L66L YWIJEW aujizesx3eul 34 





The ATEI show is the UK's largest annual coin-op event. Edge 
witnessed Sega unveil its Model 3-based Scud Race. Also, Sega 
announces a merger with Bandai, while the N64 hits the UK ` 
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Thousands have already downloaded the 3Dfx nae for id's 
groundbreaking Quake Edge goes in search of hacks, cheats 
and patches for games, and examines the most popular sites 
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As Nintendo gears up for the European launch of the N64, the 
company's chairman, Hiroshi Yamauchi, speaks out on the 
competion, the games and the troubled Japanese market 


Edge takes an early look at Konami s Dracula X for the 
PlayStation, Terracide and The Dark Project on PC, and 
Treasure s Go! Go! Troublemakers on the Nintendo 64 
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A CD-ROM dedicated to that most slinky of secret agents, James 
Bond, comes under nuMedia's spotlight this month, along with 
an Intemet telephone and an inexpensive 3D camera —— 
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Shiny Entertainment's much-antcapated PC title MDK arrives and 
proves worth the walt, while Ecstabea 2, City of Lost Children 
and Monster Trucks measure up rather short of expectations 


Edge showcases the glonous and varied Cal from such games 
as Shiny Entertainment s MOK, Sony Music Entertainment's 
Kowloon’s Gate, Sega's Virtua Sinker 2 and Gremlin s Dreodnought 


cc io oil DID 
Edge looks back at a dassic coin-op from yesteryear, Tecmo's 


gar, as well as binging news of the home release of another 
of arcade gaming s forgotten treasures, Elevator Acton Returns 
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Atari Games is looking to get back on form with the *Dfx- 
powered beat em up Mace: The Dark Age, while Sega updates 
its Virtua 5tnker with the power of Model 3 technology 
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Success for 


Saturn in States 


The Saturn may be 
consolidating its position 
in the US, despite 
pressure from the N64. 

Ted Hoff, vice president 
of Sega of America, 
claims that sales targets 
have been reached and 
that he is more than 
satisfied with the Saturn's 
installed user base. 

This announcement 
was prompted by the 
results of the recent TRST 
survey which showed the 
Saturn's share of the 
industry double from 
10% in November ‘96 to 
21.2% in December. The 
success was put down to 
a new Saturn bundle 
which includes the 
console and Virtua 
Fighter 2, Virtua Cop and 
Daytona USA. 


THE LATEST NEWS FROM THE WORLD OF INTERACTIVE ENTERTAINMENT 


Sega joins Bandal 


in mammoth merger 





Sega's Japanese HQ, whose inhabitants 
will no doubt be cont ing profits 
from a number of lu licenses 








| ega Enterprises Ltd has announced 
S a surprise plan to merge with toy 

manufacturer Bandal. The two 
entertainment giants, set to join forces on 
October 1, 1997, will form a new company 
called Sega Bandai Ltd, with assets in the 
region of ¥588bn. Although both companies 
have cited other benefits, the most exciting 
consequence of the merger, as revealed by a 
Sega spokesperson in a recent speech, is that 
Sega titles like Virtua Fighter and Sega Rally 
can now be licensed for development on 
other formats. 

Reaction to the plan, however, has been 
mixed. Sega's own press release covering the 
merger is characteristically upbeat, pointing 
out the strengths of both companies and how 
the two might be combined to advantage in 
the future: 'Sega will provide leading-edge 
entertainment technologies, including digital 
content, virtual reality and computer graphics, 
while Bandai will contribute its expertise in 
character development, merchandising and 
visual/music technologies.’ 

However, despite Sega's positive tone, 


Sega coin-op classics could reach non-Sega consoles as Japanese giants form alliance 


financial commentators have suggested that 
weaknesses may have played a Digger part in 
the merger than strengths. Although Bandai 
made a profit in the fiscal year up to March 
‘94, the company is expected to post a V9bn 
loss for the period between March "96 and 
March "97, The company's Mac-Dased Pippin 
console has sold badly, and the Mighty 
Morphin’ Power Rangers are currently migntily 
morphin' into a dead loss as fickle children 
turn to newer heroes 

Furthermore, Sega is facing falling profits 
due to competition from Sony and Nintendo: it 
has forecast a net income of V5.3bn, but this is 
down on an original forecast of Y10bn. Some 
question what the videogame company can 
accomplish from the merger, As Sega s 
president, Hayao Nakayami, stated, ‘Sega's 
main customers are high school and college 
students. Bandal's users are younger children, 
He probably meant to accentuate how the 
companies could help each other, but in effect 
actually highlighted the fact that they are 
two very different companies 
manufacturing very different goods. 
The merger, then, could well be a 
desperate move by both 
companies to stay afloat rather 
than the powerful alliance to 
strengthen dominant positions 
Suggested by the press release. 

As for possible fruits of the coalition, 
nothing has been officially announced, but it is 
believed that Bandai licenses such as the 
Power Rangers may well find their way into 
forthcoming videogames. The Guardian (lan 
24) recently ran a report suggesting that 
Bandai also has links with Disney and Mattel, 
and that Sega is hoping to use these in 
forthcoming projects. However, as the report 
kicked off with the rather misguided words 
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"The violent world of Super Mario,’ Edge 
cannot vouch for the overall accuracy strongest assets, the 
of the rest of the piece. 


Power Rangers (above) 





UK launch on March 1 











Nintendo 64 poised to 
storm Europe 





After success in Japan and, especially, the US, the N64 is about to hit UK shores 


T TIT 
many of those have been bens pre besiod 








intendo is on a roll, and, judging by 
N the reactions of US consumers to the 

company's 64bit console, is set to 
Seriously endanger the European dominance 
currently enjoyed by Sony. 

According to the latest TRST (Toy Retail 
Survey Tracking System) report in the US, 
Nintendo captured 50% of the entire next- 
generation console market in the last three 
months of "946. The TRST also calculated that 
Yamauchi's company had gained 44% of all 


industry revenue during last year, compared to 


28% for Sony and 26% for Sega. The survey's 
findings back up a recent press release from 
Nintendo claiming that 4 million N645s have 
been sold to date. The indications, then, are 
for a massively successful European launch, 
completing a global triangle of ascendancy 
Nintendo is certainly taking tne Euro 
market more seriously in the run up to the 
March 1 launch, Last year's dismal "You can't 
buy this' adverts probably did more harm than 
good for the console, especially considering 
Sony's outlandish, eye-grabbing advertising 
antics. Now, however, exclusive UK distributor 
THE Games is running a more subtle “Believe 
the hype’ campaign, and there's barely a 
Premiership football team in the country which 
Isn't sporting a "Nintendo 64. March 31st' 
advertising board somewhere around its pitch. 
importantly, it seems that THE (or at least 
its ad agency) has switched its focus from 
children to adults, capitalising on the 
20-30 year old market exploited by Sony and 


Sega. Consequently, the machine has been 













receiving 
wide 
NP covere 
men's lifestyle 
mags: FHM reviewed 
Super Mario 64 in its 
March issue, while Loaded 
charactenstically referred to the console as 
‘the dog s bollocks’ — an appraisal that would 
probably perturb the Nintendo board in Japan 
were it to ever come under their glare 

Europe will, however, be a tougher nut to 
crack than the US and Japanese markets. First, 
over the last two years, consumers have been 
battered with the message 'carts are the past 
and CD-ROM is the future', forcing less 
informed punters to interpret the N64 as some 
sort of backward step. They may well also 
interpret the £60-£70 software price tag as 
Over-expensive and stick to the comparatively 
cheap £45 mark offered by the PlayStation and 
Saturn. Then, of course, there are the losses in 
performance the machine will suffer due to 
the conversion from NTSC to PAL (see this 
month's supplement, page 7). 

Even if UK consumers do decide to make 
the jump to &4bit, a great majority of potential 
N64 owners are likely to be disappointed on 
launch day. Only 20,000 machines are being 
made available to British stores on March 1 
and only a fraction of those will make it onto 
the shelves, most having been pre-ordered 
months ago. Rest assured, though, plenty 
more are due to become available in the 
coming months. 

Although the European market is a difficult 
and subsidiary one, Yamauchi and co will no 
doubt be watching the N64 sales figures 
closely, The PlayStation has a very strong user 
base here, and a victory over Sony in this 32bit 
stronghold will be a symbolic one for 
Nintendo. Taking into consideration the 
company's successes elsewhere, it’s E 
hard to see xe giia the lure. = 








Turok shock 





Acclaim's forthcoming 
Hunter is unlikely to 
retail for anything less 
than £70 in the UK. 
Virgin Megastores, one 
of the largest retail chains 
in the country, is said to 
be decidedly unhappy 
with the situation and is 
currently considering not 
stocking the title. 
Retailers have said that 
they do not blame 
as it is a direct result of 
be a big concern to 
Nintendo devotees, who 
also suffered from high 
thirdparty game prices 
during the 16bit SNES's 
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ATEI 97: Microsoft 
poised to enter arcades 


The world's biggest computer company has set its eyes on the arcade industry 








Bushnell's back 





PlayNet Technologies, 

















headed up by ex-Atari 

supremo Nolan Bushnell, 

is producing a range of 

coin-op products which 

will offer networking via 

the Internet. The 

company's first release, 

PlayNet, is a counter-top 

video unit utilising touch- 

screen technology that can The most original mar: e at ATEI was Konami's GTI Club. It 

hold between eight and 12 Sates meee nen TO MO Hemmer» Rot Rege in HOC HMM 

videogames at a time. The 

system also offers Internet 

access and an IRC-type F or the last three years the coin-op the key factor in its favour, and a wider range 

system which will allow industry seems to have been of games can only be good for all concerned. 

players to send text and enduring a perpetual downturn but The big question, however, is whether 

voice messages. Titles on ATE! '97 - the UK's largest annual coin-op consumer software houses can produce 

show at ATEI were puzzle event — at last saw some rays of sunshine successful coin-op tities to compete with the 

games, similar to Connect break through dedicated high-end resources of the leading 

4 and jigsaws, and The presence of PC leviathan Microsoft Japanese players. Microsoft intends to sit 

although these titles do raised the eyebrows of many industry pundits. down with major manufacturers, and Spanish coi 
little to whet the appetite Although its plans are still at the R&D stage, subsequently software houses, in the near Gaelco Loop Men polygon 
of the hardcore video the company held a seminar explaining exactly future with a view to releasing the first games racing title Speed Up 
gamer, the system could what Microsoft plans to bring to the electronic in nine to 12 months’ time 

be a surprise success. amusement trade. The basic premise is to Joint winner in the 'most-awaited game’ 


Tests begin in March. 


WEIS... 


i Bob Stévenson, who set 


the state af the art on the 
Commodore od. and 


develop a standard hardware platform based 
on Windows 95 (what else?) which would 
enable software designers in both the coin-op 
and consumer industries to develop arcade 
titles on CD-ROM, therefore reducing costs 
from manufacturing right down to the 
operating level. The project is still in its infancy, 
but the benefits are obvious. Reduced cost is 


category was Sega's Model 3 racer Scud Race 
and Konami's GTI Club. The former is currently 
only available in deluxe format witn a moving 
cabinet, but the Model 3 graphics are amazing 
and this, coupled with its eight-unitlinkup, 
should make it a winner. Konami's GT! Club, 
with its innovative slant on the traditional 
racing format, was another big hit, and Konami 
i5 capitalising on its popularity, having adapted 


moved imam tre demü the software for use in its Road Rage (aka 

eit pias UMS ere Speed King) two-seater simulator. There was Other ATEI titles 
ICT LE zm A POGUE i 

Aine for California.» also much speculation of a sneak preview of Also debuting at ATEI: 
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Scud Race (above) and GTI Club (left) 
were the two biggest titles at ATEI 





Konami's Cobra system, but unfortunately all 
the company was prepared to show were a 
few graphics stills 

While the quality of the new coin-ops 
was high at ATEI, there were fewer new titles 
than has been the case In previous years, 
indicating that the arcades are polarising even 
further towards bigger, more expensive 
dedicated games. 

A detailed report from the Tokyo AOU 
show, which promises to offer many 
more new coin-ops, will follow in E44. 


Tekken 3 (Namco) 


Speed Up (Gaelco) 


Son Franeasco Rush (Atan) 
Maximum Force (Atan) 
Street Fighter EX (Capcom) 
Bubble Bobble 3 (Taito) 
Return of Arkanoid (Taito) 


World PK Soccer V2 (aleco) 
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future of once-feted PC developer, 
Scavenger. Reports suggest that the 
company, formed just two years ago, has 
ceased trading. Phone lines have been either 
disconnected or left to ring in all of 
Scavenger's UK and US offices, and GT 
Interactive, which nave the publishing rights to 
three of Scavenger's titles, has refused to 
comment, as it is currently entering into 
litigation with the development house, Details 
of the legal situation are sketchy, but it's likely 
to be connected with the fact that not only 
have Scavenger delivered its titles over six 
months late, but that its most promising 
project, Into the Shadows, has been canned 

This leaves GTI with Amok, PC and Saturn 
racer Scorcher, and no Quake-beating 
blockbuster for '97 from a company into which 
It has reputedly invested over E2m of 
Gevelopment and marketing cash. 

If all this ts true, it will be a sad end to 
director Daniel Small's dream. Only last year, 
when Scavenger showed ten games to an 
impressed audience at E3, the company 

was believed to be worth somewhere in € 
the region of $50m.. 


R umours abound concerning the 





Vultures circle Scavenger 


Premier league US videogame developer hits rocky ground 


Creation croaks 


Creation, Bullfrog's long- 
awaited nautical strategy 
game, has been canned 
by producer EA. 
Apparently the title was 
simply not living up to its 
original concepts and 
design goals. 

Rumours has it that the 
move has caused friction 
within Bullfrog with some 
members of staff, 
including the Creation 
team leader, leaving to 
set up their own 
development house. 

Of course, director Peter 
Molyneux may also leave 
Bullfrog when Dungeon 
Keeper is completed. 


Philips quits games market 


The Dutch electronics company hands over software assets to Infogrames and Ocean 





The CD-i (above) never 
found a niche in the 
multimedia n : 
one reason 
has decided to call it a ita 
day. Forthcoming 
Lud 
on to 
Infogrames and Ocean 





fter a year of closures and job losses, 

A Philips, the Dutch electronics giant 
| responsible for the ill-fated CD-i, has 
finally ended its direct involvement in the 
game industry. The company i5 now passing 
on all its assets in this area to Infogrames and 
its UK partner Ocean. These include various 
European offices as well as all games now in 
production under the Philips monicker 

Philips purchased a 13% share in 
Infogrames several years ago, and should see 
this Doosted Dy a further 1296 when the 
transfer is complete. The electronics giant now 
hopes to reap the benefits of successful titles 
without having to cope with the management 
headaches of publishing and distribution 

The withdrawal marks the end of an era 
for a company which, like Sony, entered an 
unfamiliar industry with a brand new piece of 
hardware. When the CD-i failed (due to poor 
hardware and software performance), the 
company moved on to game publishing, but 
made a series of Dad decisions in this area too 
Edge assumes that the rumoured 4 
CD42 project has also been canned 
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Square delivers 32bit 
gaming fantasy 


mixes magic and technology, is as large and as 
complex as any Final Fantasy tale yet. The 
huge Industrial city seen in the recent demo 
disc given away with polygon fighter Toba 
No.1 is only the start of the game. After 6-7 
hours play the huge overworld map becomes 
avallable, finally shaking off its SNES Mode 7 
flatness for a true 3D version, giving access to 
a huge range of locations. FMV interludes are 
small, unobtrusive and seamlessly integrated, 
and while the frequent random battle 
encounters are still very much in evidence, 
bringing them into full 3D and packing them 
with amazing graphical effects more than 
offsets the fact that they re still turn-based and 
menu driven 

America will have to wait until September 
7 to see if the western version of FFVII can 
repeat its success outside of Japan, while the 
UK could see a release before Christmas. 
Already, though, some of the more adult 
themes in the game are causing Sony and the 
game's translators headaches. Brothels, cross- 
dressing and the usual Japanese open attitude 
to sex could all mean either censorship or at 
least a teen rating for the game. Although not 
wishing to offend traditionally sensitive US 
sensibilities is admirable, Edge wonders if far 
more effort should be spent trying not to 





Final Fantasy Vil breaks new ground in more than simply sales terms 
- it's delivered on three discs, and even has a competitive price point 





t takes a brave company to forecast destroy any of the original's atmosphere with a 
sales of four million for any game, but glib, localised transiation that is so often E 
when Square Soft's second the downfall of this type of game 





PlayStation tile, Final Fantasy Vil, launcned in 
Japan on January 31, it more than justified the 
hype it's been receiving since its 
announcement more than a year ago. 
While it was already the most pre-ordered 
game in history (1.8m in the week before 
— launch) the three-disc RPG notched up sales of 
o e LU nearly 2.04m units in just three days through 
TIS. as EN Square's new policy of selling through its 
The Game & Watefí series | Digicube subsidiary into convenience stores as 
by Ninteritio Jie | well as traditional video game outlets. While 
company intfoduced shelves were full of unsold Saturns and 
| countless different | Nintendo 64s, the chances of purchasing 4 
Amodejs and some'af the / PlayStation were almost zero during the week 
Wore rare versions Haye. 
5 jme collector's iteris leading up Final Fantasy Friday 
he e i Fans of the previous NES and SNES 
incarnations who were worried that Square's 
apparent desire to create something more 
akin to an interactive movie (with FMW 
interludes) would mean a trade-off in the 
quality of the story and characters need not 
have worried. While the incredible 
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prerendered backdrops inhabited by realtime -一 :一 

- P d INE TIME Ds 7 
3D Gouraud-shaded characters are easily the | REPE 
most striking thing about the game (and in the i — —À 
process have made Square SGI's largest The game uses a style of play that will be familiar to Japanese RPG 


desktop customer), the storyline, which again fans (above right), but introduces some fantastic CGI (top right) 
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Eggs provoke scramble 
Game & Watch, Nintendo's range of pocket games, was massively popular in the 'BOs, and it looks as 
though the hand-held trend is heading for a revival. Last year, a small keyring version of Tetris proved a 
massive success, and a few months back, Bandai released perhaps the strangest success story to date. 
Tamagochi (Japanese for 'egg^) is a very basic artificial-intelligence-driven game attached to a key chain, 
When the product is purchased, a strange egg creature hatches on the small LCD screen, and it's up to the 
user to take care of it. From this point on, the demanding little critter can communicate with its owner 
through a range of beeps and signs, which can indicate anything from hunger or sleepiness to plain old 
boredom. In return, the player uses screen icons and three buttons to feed, care for and educate the egg 


(in a similar, albeit crude, fashion to Millenium's Creatures) so that it stays alive and happy. No one, it seems, 


wants to be left with a key holder that exhibits eating disorders and dysfunctional behavioural patterns. 

To say Tamagochi has been a success is an understatement of gigantic proportions. Bandai initially 
produced 300,000 units of the game — at ¥1,980 (£10) each — all of which sold out in a matter of weeks. 
Hundreds of people queued for hours outside shops if it was rumoured stocks of the toy remained within, 
and shop keepers, eager to capitalise on the phenomenon, ran lotteries which offered Tamagochi units as 
prizes. Unbelievably, Tamagochi home pages have begun appearing on the Internet, such is their owners’ 
fanaticism for the scene. 

The most surprising element of this sensation is that the Tamagochi is appealing more to businessmen 
and women than school kids. This is particularly worrying considering recent rumours which suggest that, to 
keep the Tamagochi happy and healthy, it has to be tended to every half an hour, regardless of day or 
night. Expect a downturn in the Japanese economy, then, as sleep-deprived workers stumble zombie-like 
around offices mumbling about beloved egg-shaped life forms. And there's more potential bad news afoot 
for the Nikkei index — Tarnagochi 2 is due out soon.. 





THOUGH JAPAN REMAINS HOME TO THE MOST FANATICAL OF VIDEOGAMERS, ALL FORMS OF 
ELECTRONIC ENTERTAINMENT ARE WELCOMED WITH OPEN ARMS, AS THIS MONTH'S 
COLUMN REVEALS. MEANWHILE, EDGE ALSO TAKES A LOOK AT ANOTHER TENUOUSLY LINKED VIDEOGAMING PURSUIT... 





Dressed to kill 
Since the phenomenon was introduced two years ago, the Costumeplay — a special club night where 
videogame and manga enthusiasts turn up dressed as their favourite characters — has rapidly increased in 
popularity, A recent evening at the Twin-Star club in the district of Idabashi saw eager punters ‘havin’ it large 
style’ to techno and game music while dressed in, amongst other things, Resident Evil and Tobal No. ! garb. 
The participants, who compare the events to Hallowe'en, often have their costumes custom made — a 
process which can cost up to ¥80,000 (£400). Similar evenings are now taking place across Japan with 
prizes being given out to the best-dressed attendees. 

Although this sounds like the sort of activity only indulged in by hardcore otaku, CosPlay-goers are 
usually stressed-out workers who simply want to relax. It's just that some of them can only relax while 
dressed as futuristic beat 'em up characters and zombie-slaughtering cops. Only in Japan 


M2: no show, no surprise 
Panasonic has once again postponed an official announcement regarding the release of M2. A statement 
was onginally promised for January, but this was later changed to February. Now the company has 
withdrawn any offer of an announcement date. 

However, the first arcade games to use the technology could possibly be shown at the next Arcade 
Operator's Union (AOU) show in late February. As revealed in last month's Edge, Konami is developing a 
beat 'em up that incorporates the 64bit M2 technology, but news has since come to light that the company 
is also working on an M2 shoot em up called Polikids, Capcom's own M2 beat 'em up, however, is unlikely 
to make an appearance at the show unless a more advanced version has been kept under wraps. It is 
unknown if other Japanese coin-op developers have M2 titles in the works. 

Edge hopes to have more details about Panasonic’s M2 next month. 

















Tobal No. 1 (nght), Resident Evil and 
Fighting Vipers (next nght) characters. 
At least it keeps thern off the streets 


The Tamagochi handheld game is so immensely popular, people queued in their hundreds to buy one. (top left). The 
game has just three control buttons and a small LCD screen, but that proved enough to cause nationwide hystena 
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REPORTAGE FROM THE PERIPHERY OF THE VIDEOGAMES INDUSTRY 


he well known and, until recently, 

highly accurate, axiom that giris 
generally do not play videogames may be on 
the verge of abolition. Barbie Fashion 
Designer, a PC CD-ROM from Mattel, sold 
200,000 copies in its first month on release 
in the States, and Mattel has now shipped 
more than 500,000 units in the US alone. 
Most impressive, though, is the assertion 
printed in the Washington Post, that the title 
has already outsold C&C: Red Alert — one of 
the most acclaimed PC titles of last year. 

This level of success is in marked contrast 
to the fate usually suffered by games aimed 
at girls. Publisher Her Interactive saw its 
premiere title, a PC dating adventure called 
McKenzie and Co, fail miserably when 
released at the end of '95 and even Barbie 
has seen her fare share of failure in this 
difficult market: Barbie Goes Shopping 
bombed spectacularly on the Game Boy a 
few years ago. 

Mattel puts sorne of the success of its 
latest product down to wise marketing 
Instead of advertising Fashion Designer in 
videogame mags, which girls invariably don't 
read, the company used ads on children s 
television and displays in toy departments to 
attract the attention of young female 
consumers. Mattel has also been careful to 
give Fashion Designer a more creative slant — 
perhaps to combat one of the criticisms 
usually aimed at videogames by girls: that 
they're a completely pointless waste of time. 


Hence, any Barbie clothes designed with the 
product can be printed out onto thin fabric 
and used to clothe a real doll. Barbie Goes 
Shopping, of course, missed out on this vital 
creative element. 

Inevitably, a rush to produce similar 
products is imminent. Her Interactive, which 
specialises solely in videogames aimed at 
girls, has two new products due out this year 
and no doubt more will follow from similar 
companies desperate to cash in on the 
success of Fashion Designer. 

But is current optimism in the girls market 
misplaced? Fashion Designer was, after all, 
released just before Christmas, a time when 
parents tend to make many of the purchasing 
decisions. Many of those 200,000 copies of 
Mattel's game could well be lying unused 
next to family PCs across America. Also, even 
if the product were appreciated by its target 








audience, it is likely to be more because of 
Barbie herself — one of the most recognisable 
icons of the 20th century — than the CD-ROM 
content. Non-Barbie games, however good, 
could well be eternally doomed to failure. 

The product has also provoked a 
smattering of adverse comment in the States. 
Feminist critics see Barbie as a bad influence, 
claiming that she reinforcing stereotypes of 
female beauty and forces girls to live up to 
impossible physical standards. In turn, some 
industry critics are disappointed that, if an 
upsurge in the girl's multimedia market does 
come about, it should be led by such a poor 
role model. However, exploiting stereotypical 
behaviour is nothing new in videogames - 
Doom is, after all, a hi-tech version of boys 
playing soldiers. 

Whatever the political and social 
implications of Barbie's success are, though, a 
question mark remains hanging over the 
future of the girl-specific game market. 
Fashion Designer is aimed at a very specific, 
and very young age group — one that is more 
interested in finding new ways to interact with 
Barbie than it is in finding new ways to 
interact with a computer. Companies like Her 
Interactive have to discover what sorts of 
games will appeal to older girls if they are to 
create a steady growing audience. 

Ultimately, a gender-specific software 
market may not even be necessary. Titles like 
Tetris and Puyo Puyo have hugely appealed 
to female gamers - it's the violent stuff that 
girs generally reject. What the game industry 
needs to do, then, is increase awareness by 
advertising its non-violent games in new 
areas. So, Super Mario 64 adverts in Just 
Seventeen? Stranger things have happened... 
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GT Interactive's site 
(above). Impulse 1's site 
(right) will appeal to fans 
of id Software's Quake 
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Shigeru Miyamoto. However, with ab 
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3 F ou don't mess with Nintendo president 

| A Hiroshi Yamauchi, because he never loses. 
At least, that's how it's always been. Until now, 
where the videogame industry has seen Sony raise the 
stakes with one of the most successful product launches 
of the decade. Now, the most powerlul man in the 
videogame industry appears to be on the back foot. 

Nintendo has never had to trade blows with its 
competitors, remaining resolutely aloof. However, in 
recent times the steely eyed Yamauchi has 
uncharactenshically taken to getting his hands dirty by 
publicly attacking the PlayStation. Competition t$ à word 
that he struck from his dictionary some 48 years ago. 

In 1949 Hiroshi Yamauchi was appointed. president 
af Yamauchi-Nintendo Corporation. His first presider 
move was to fire anyone and everyone who might - 
oppose him. Every manager, no matter how senior, found 
themselves in danger of losing his jab. The recent death 
af his grandfather, though tragic, provided the young 
Yamauchi with the opportunity to rid his comparry of the 
conservative elements that he despised, allowing him to 
rule unopposed, Things would never be the same again. 

At that time, Nintendo's core business was playing 
cards, or, more specifically, 'Hanafuda', the traditional 
Japanese variety popular with the low-life gambling dens 
that had sprung up in Japan since the war. The cards 
tumed a modest profit, but nothing spectacular, and à 
frustrated Yamauchi decided to embrace the mare 
fashionable, plastic-coated cards favoured by westemers. 
He struck a deal with Walt Disney, put Mickey Mouse on 








tacticians could ever hope to move beyond Q10, the 
‘black bel’, to reach a Dan grade. Yamauchi is a seventh 
Dan master and his playing style has been described 
variously as forceful, aggressive, open, flexible in defence 
and unstoppable in the face of weakness, 

Arnold Greenberg. chairman of the them-thnving 
Coleco, never got around to playing Go with Yamauchi, If 
he had, he may never have had to face the explosive 
wrath at the Consumer Electronics Show in 1983. 

Nintendo was in negotiations with Atari at the time. 
Lacking the distribution and influence needed to conquer 


the US market, Yamauchi believed the best chance for his 


new Famicom console was to license it ta the then- 


struggling, but still highly regarded, Atari Corporation for 
exclusive US distribution rights. The deal backfired when 
Coleco ran a computer version of Donkey Kong on its 


new Adam systern at the CES. Atari execs saw it, and 
believed Nintendo had betrayed them. What use was the 
Famicom without one of the most successful arcade titles 
ever? Yamauchi acted decisively. He arranged ta meet 
Greenberg and his associates, but he wouldn't tell them 
why. In ‘Game Over’, Scheff describes what happened: 
“Yamauchi entered the room abruptly and, without 
addressing anyone, stood at the end of the table. He 
became, as one of those present put it, ‘unglued’. He 
began with a breathy, high-pitched tirade in a Marlon 
Brando monotone and quickly became loud and abusive. 
With a piercing cry, he swung his arm in an arc in front ol 
him, shooting his outstretched index finger toward 
Greenberg... When Greenberg tumed to [Minoru] 


it has been said that. if you want to know how 
the wav he plays the japanase game, Go 


the backs of the cards and virtually doubled the company 
profits aver night. In 1959 he went public and Nintendo 
Company Ltd was born. 

Even then, competition was a secondary concem. 
Nintendo had a virtual monopoly thanks to its extensive 
distribution system which put NCL cards in just about 
every outlet, from tiny shops to the newly established 
department stores and toy shops. That was Yamauchi's 
first success. His second was hiring a young engineer 
called Gumpel Yokoi to head up a new intemal division 
- not for cards, but for games. According to David 
Scheff, author of ‘Game Over’, when Yokoi asked what 
he should make, Yamauchi jephed, “Something great. tt 
preceded the N64 by many years, but in 1970, 
‘something great’ amounted to a hugely successful toy. 
Called the Ultra Hand, Yoko's plastic robot arm sold over 
1 million units and proved not only that he had a natural 
flair for innovation, but that Yamauchi had an instinct for 
backing the nght product at the nght time. It was this 
instinct that lead him to push ahead with a games 
console when every market in the world had declared 
videogame consoles a financial dead end. 

It has been said that if you want to know how 
Yamauchi thinks, you have only to observe the way that 
he plays the Japanese game, Go. One of the most 
complex boardgames to lear, players spend many years 
developing their skills and moving up through the ranks, 
which are graded like a martial art. Only the very best 


Arakawa [president of NOA] for help, he was met with a 
cold stare. By the time Yamauchi wound down, no one in 
the room said a word. The translator finally began to 
speak. "Mr Yamauchi is very upset," the man said. 
Needless to say, Coleco buckled, Yamauchi 
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| president, Nintendo Co Ltd 








threatened to serve a lawsuit that Would ‘leave nothing of 
the company’ if it continued to use Donkey Kong to 
promote the Adam, As it was, Atan never intended to 
launch the Famicam. The company wanted to buy the 
rights, bury the system and leave the way clear for its 
own Atari 7800. In the end, it didn't have the cash and 
Nintendo had to launch the Famicom itself, as the NES. 
Yamauchi must have since breathed a sigh of relie! that 
Atari never got its incompetent hands on Nintendo's 
seminal console. If this encounter proved anything, it was 
that there was only one way to do business with 
Yamauchi: you did it his way, or not at all, This was 
something the US market found hard to appreciate, not 
least because of restrictive licensing agreements imposed 
upon it during the Mario boom years, Yamauchi had a 
plan. tl he:could control the flow of software for his 
machine, then he could control the quality, and if he 
could do that, his instincts would ensure that only the 
best titles would reach the streets. As long as Nintendo. 
could maintain the quality, there would be no competition. 

But competition is healthy. As Nintendo grew into the 
mast successful videogame company of all time, its iron 
will began fo wane. Sega, whose Master System failed to 
make even a dent in Famicom sales sheets, beat it to 
market with the next generation of home gaming 
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long time before matenal proof of the N64's true abilities 
were delivered. Yamauchi, who had always gone to great 
pains to stress the difference between Nintendo s 
console and the 32bit machines, was determined not to 
launch the N64 within a year of the PlayStanon and 
Saturn. A year, he felt, would be enough ta stress the 
technological advance represented by his machine 
without keeping people warting too long 

All did not go according to plan, as Yamar hirrsell 
admitted at the conference: The N64 i5 very different m 
terms of quality compared to its present competitors and 
we could not achieve the progress in designing the 
hardware and software as quickly as we originally 
planned. Our campetitars introduced their 32 bit 
machines araund December 1994 and Nintendo hoped 
tà make its hardware available at the end of 1995, at 
least in Japan. But, in fact, because of the difficulties in 
coming up with good hardware and software, because of 
the vast improvernents in quality involved, it was delayed 
by seven months.’ 

For the first time in Nintendo's history, the company 
had missed two Christmas seasons with a hardware 
launch. "It was a big handicap for Nintendo, admitted 
Yamauchi, and he was right, The Japanese business 
press, impressed by the quality of Sony's machine and 
distinctly unimpressed by the N64 launch delay, began 
speculating over Nintendo's position as market leader 
Were the company s, or more specifically Yamaucni s 
days of dommance numbered? 

Six months on from the Japanese launch and the 


shghthy dsapponting domestic sales figures reflect the 


cynicism of the enuntry's business press. Things started 










































well with à complete sell-out, but, by the end of '96, 


Nintendo had shipped a modest 1.85m machines in 
Japan and thene were still 140,000 available at retail 
level, In. America, 2-4 1m machines were shipped in the 
first three months and sold out completely 

Part of the problem by with the quality of the 
software = something Yamaucm had sipulated would not 
be a concen. Although Super Mano 64 was everthing 
Nintendo had promised (and more besides), other tithes 
have failed to live up to expectations, despite the 
supposedly strict quality control mesures. A good 
example is Mano Kart 64, At Shoshinlun '85, Yamauchi 
boasted this title would indicate just how advanced the 
N64 was: "People will hot be able to see the uniqueness 
of Mano Kort until ip i at least BO finished’ 

in the end, however, Mano Kart, although a thrillingly 
adcictwe multiplayer title, was not the triple- A’ product 
gamers had been promised. Ir 5, in many respect, 
simply a graphically supenor version of the SNES orginal 
with visuals falling some distance short of those so 
famously generated by Super Mano 64. 

5o how did this important game get released in its 
present state, despite Yarnauchi's assurances about 
soltware quality? One reason may be that Yarnauchi 
doesnt pia videogames. rie disms ihe mpotance uf 
this, cime The fact that "Ihe N64 has been praed by 
people mn Japan and the US Perfusps if the pirhe had 
been playtested more comprehensehy poor tp ats 
release it veoh! nar have choped through the net es a 
shightly flawed product. In effect, the presence ol this tite. 
and much worse olfenders such as Cru m USA and 
Shadows of the Empire, show that the Nintendo quality 
assurance programme 5 tar from witallible 

There are also problems more deeply embedded in 
Nintendo s reiationstup with Japanese developers. Last 
year, Square Soft — wich had produced countless top 
selling titles for the NES and SNES — announced that it 
would not be producing games solely for the N64, Since 
then, the company has released Final Fontasy VII an the 
PlayStation to glowing reviews and incredible sales. Eni, 
responsible for the influential SNES series, Dragon Quest, 
has also moved over to the PlayStation to further the RPG 
saga, which ts perhaps a more poignant blow: Yamauchi 
named the proposed N64 version of Dragon Quest VII at 
Shoshinkai '95 as one of the nies to judge the ments of 
the machine's Bulky Dove (64DD) by 

Typically, though, Yamauchi now veherenthy plays 
down the relevance of such setbacks: "People who are 
knowledgeable about this matter know that it will take 
four years for Yul Horii to develop a new Dragon 
Quest tile, | would like to-ask who can be sure that even 
a talented person like Mr Honi can, in four years, design a 
game better than its predecessors? Dunng this four-year 
period, Mr Honi could have à sump, or an illness 
Anything could happen. This is a rather unconmvnong 
statement, however 

Square managed to develop Final Fantesy VII within 
Iwo years, and, more importantly, if Yamauchi really 
believed it would take Hori four years to develop a new 
Dragon Quest title, why did he announce that Dragon 





Quest VI! would be ready for the launch of Nintendo's 
Bulky Drive accessory! 

Yamauchi is just as dismissmee when the topic turns 
ta Sony. When asked at the conlerence i he was 
concerned about the company's plans to release BDO 
PlayStation titles in "37, his reply was filled with venom 
The software market is (n a cntical candibon because of à 
food of unimportant, boring videogames. (t reminds me 
of when Atari was enjoying a boom m the USA with the 
first generation of videogames. | had the chance to meet 
up with the company's management at the time and they 
were saying Atan would be-one of the biggest and most 
profitable US corporations, Bur, in fact, that was that 
company s peak time. Within two years the industry Atan 
knew had almost decappesned. A food of ummnteresting 
videogames meant that most users abandoned the 
company s game System. Enteraiiment is nol a necessmy 
to daily lite. When d is not mieresting we can leave if and 
ignore it. You pois to BOO titles. | just wonder who can 
actually buy BOO tiles! Tm afraid you just do not realise 
ihat mary of these vell sell ess than 1,000 copies. Few 
retailers and people m the distribution channel are 
making money. In fact, what happened to Atan can 
happen any time in lanan! 

Not surprisingly, Yamauchi believes (he year will be 
the tuming point in fortunes for the 32bif consoles. He is 
also convinced that talented programmers and designers 
who want to develop for the N64 are bemg held back by 
companies determined ta produce Jor the 32bit 
piartorms. Compares which he asserts are doomed 
because they mistake quantity far quality “Some people 
are saying this is the era ol software in the industry, but in 
my mind it rs nei. Ir is not the age ol the software. It is 
the age where only selected soltware can survive 

There is no doubt thal as long as games like Mano 
64 are being produced and Yamaüuchrs sound business 
rund stays focused Nintendo will retain its quintesserntial 
place in the games industry. But there are chinks in the 
big boss’ amour, Though he is dismast about his rivals, 
he is objective enough 16 realise that. Nintendo is cut 
completely infallible: "If you ask me about the effect an 
Nintendo that Dragon Quest's departure has had, | would 
have fo say There is no concrete effect. However, in Japan, 
image = wer important and can have à profound 
influence upon the psychological or seeamtiuial well-being ol 
a company. | cannot deny ihs announcement has had 
some psychological influence on Nintendo. | think 
itis true we have been hit psychologically. E 
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screens 


Prescreen Alphas 
Ninja 

Innerloop 
Terracide 


Kick Off '97 


Power Crystal 


Dracula X 
Runabout 

The Dark Project 
10th Planet 
Myth 


Go! Go! Troublemakers 





| niogrames, which recently merged with British 
publisher Ocean, is poised to make a triumphant 

BEI return to form tollowing the mediocre Alone in 
the Dark clone Timegate last year with VR Rally, currently 
in development for the PlayStation. What marks IL out from 
the likes of Rage Racer is the fact that Infogrames’ coders 
nave found a way to run the game in the macnine 5 little 
used ni-res mode, whicn gives the title its characteristk 
arcade-style appearance. This involves writing directly to 
the system s GPU and GTE processors, witnout relying 
solely upon the C libraries provided by Sony. IT they really 
can pull it off, with a smooth 3D engine and detailed 
scenery, the PlayStation might well give the N64 a run for 
ts money, às hay already looks as go X1, ir not better, 
than any of the racers currently lined up for Nintendo's 
machine, The game will feature a split-screen mode for 
twoplayer games and a split-screen link-up enabling four 
players to race at the same time. Judging by the 
screenshots, which use very little fogging, the game should 
afso boast an impressively low levet of pop-up. More on 


this next month 


Bullfrog's long-awaited strategy epic Dungeon Keeper 
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looks as if it may finally be ready to ship. Peter Molyneux 
instigated a rewrite of the game last year after it failed to 
live up to his high expectations, and it looks as if the wait 
may have been worth it. Cosmetics are never the best way 
to judge a Bullfrog title, as they consistently rely on 
complex gameplay rather than impressive graphics, but 
the most recent shots sent to Edge have some incredibly 
impressive lighting and textures, and Bullfrog has listened 
to early criticisms and included an SVGA mode for those 
with high-spec PCs. Once Dungeon Keeper is boxed, 
Molyneux will almost certainly leave the company, but 
development of his remaining projects, including Populous 3, 
will continue as planned without him 

Having broken away from perennial loss-makers 
Mindscape, Mindscape Bordeaux has changed its name to 
Kalisto and will be releasing a number of major titles this 
year. Dark Earth Is a PC adventure game Dlending 
polygonal hi-res characters with amazingly detailed 
prerendered backgrounds and IooKS to De a considerable 
advance over the ageing Alone in the Dark series, tookIng 
more like Square's Final Fantasy Vii than an agonisingly 


siow PC title. The game will be the first in a series set in an 


GERE 


Infogrames will no doubt surprise many with its incredible-looking VR Rally 





06 Keeper ie now almest lor the PlayStation. The car models and detail promise to be the most 
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| | Ux advanced yet see e machine, thanks to some neat coding tricks 
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Dark Earth, from Kalisto, is blessed with some of the most 
atmosphenc and detailed rendering yet seen in a PC adventure 
title, Kalisto has recently split from Mindscape and is planning to 
develop across all plattorms. Its Power VR-specific raang game, 
Liltimate Race, is now complete and will be reviewed next issue 


Earth of a dark future, which bears a closer resemblance 
to Tolkien's Middle Earth than ‘Bladerunner’, and Kalisto is 
promising a strong storyline to support the game's 
impressive visuals. 
Plots aren't particularly relevant to Nightmare 

P a Kalisto title due for release on PlayStation and 

C. Choosing one of two characters, the player must 
battle his way through 15 varied levels, all set in Victorian 
London, complete with transparent mist effects, creepy 
iron gates and some genuinely scary-looking monsters 
Characters have a variety of moves available, from basic 
se of 


learly on action blended into a 


hand-to-hand combat to the rather more involved u 





weapons.The emphasis IS ( 
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a Closer look at Kallsto and its forthcoming games in next 


a fourplayer 


Capcom s Battle Circuit ts 


month's is 
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beat em up manned for the arcade 
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Pure Entertainment's first ttle, Lunank (above), features 
breathtaking 3D landscapes courtesy of the increasingly 
ubiquitous 3Dfx card. The game is at 
and will also be released on the PlayStation. Edge will 

feature more on this company and its games next issue 


Resident Evil-style chilling atmosphere. Edge will be taking 





op-down shoot ‘em up 
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Kalisto s Nightmare 
Creatures (below, left) 
resembles a particularly 
gruesome Tomb Raider 
The atmospheric fog 
effects are weil done, and 
the Quake-style monsters 
that lurk in the shadows 
are genuinely scary 


Gremlin Interactive has high hopes for its Elite on a 
planet game, Hardwar, which is in the final stages of 
completion at its Sheffield HQ. The game looks set to be 
one of the most challenging games of the '97, as players 
juggie their trading and mercenary responsibilities with the 
need to keep the many and various factions at work on 
good terms. There's a storyline of sorts, but the majority of 
the programming team's efforts have been focused on AI, 
which should be advanced enough to make Hardwer a 
genuinely open-ended experience. In keeping with the 

of blending popular culture into the 


current trenc gaming 


Following the disappointment that 
was The Neverhood, Spielberg s 
games division, Dreamworks 
Interactive, will be hoping that Lost 
World (above) is a huge hit 


at 
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Activision s Dark Reign is a 
Command and C jer cone 
with a weird tmetravelling plot 
that sees the player battling ta 
eliminate future warrmongers 
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Data East's shoot ‘em up, Skull Fang, should give the Gremlin's Hardwar features some innovative science-fiction design 
Saturn's capable sprite-handling capabilities a real work-out E » » i : coupled with open-ended trading-based gameplay reminiscent of Elite 


— 


4 scene, Gremlin has employed the services of underground finished Looking at these early shots, the game looks 
dance label Warp Records to provide the game's promising, but the players seem to lack the detail found in 
soundtrack. It s unlikely that any original material will be Konami's excellent J-League Perfect Striker (to be retitied 
written for the title, with Warp instead providing ten tracks international Superstar Soccer in the UK) and it will be an 
from its extensive back catalogue. As if that wasn't uphill struggle for the development team to ensure that 
enough, Designers Republic (the crew behind Wipeout 5 none of the title s previous problems fing their way into 
distinctive imagery) has also been involved, creating such a crucial release. Not that they'd be that worried, as 
in-game signs and logos FIFA 97, despite its obvious failings, beat C&C: Red Alert 

After the near-unanimous kicking the recent FIFA 97 and Tomb Raider to the top spot over Christmas '96 
received from the videogaming press, it wouldn't De Fans of vertically scrolling shoot 'em ups will be 
unreasonable to expect EA Sports to give the gold-plated pieased to know tnat Data East s recent coin-op, Skull 


license a break, As reported in E39, FIFA 64 is almost Fang, is making the leap to Satum next month. Though its 


-—— MÀ 
Electronic Arts 1s about to bring FIFA 
to the Nintendo 64. Will it suffer the 
a PlayStation space shoot em up - BA : same faults as its forebears! 
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PlayStation title Reciproheat 5000, from Japanese developer Xing, adds a new twist to the mang genre by racing 
, F F 5 55 
aircraft instead of cars. Players get ta use speed-ups, take nsky routes and knock each other into cliff faces to wi 


garmor nffare hinge penerially i rure milan 
gamepläy oners NOTING especially new, i volving IT UIT pie 
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ships to blast, there is one neat twi: e player mus 


actually chase a boss through each level of the game, 


making speed more crucial than destruction. The Saturn is 


of course, excellently suited to this kind of eame, and thi 
am ys EL m, La Sam d YT i ja Pm j d ate ara pit mum cnm [v Tas 
home version will feature huge, scaling, rotating sprites as 


well.as a number of different modes. Inc luding arcade 
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which will require players to turn TVs on their sides tor that 





Tiers away on ever more COmDpDIiex 


3D engines, its kindred spirit, Raven Software, is planning 
to use the Quake technology in its forthcoming Gauntlet 


style fantasy action title, Mageslayer. The player must 


make his way thr Dugn a number OF Mediaeval castie levels, 


collecting tive powertul relics, and may choose his 
^harertar rmm am ene of fes am Rumes: AW: ure 
character from any one of fou an types: Warlocks, 





EarthLords, Demons or Inquisitors. Each nas its own 
Sky Target, from Sega, is another 


"mers et ven um T Lr emm mima AACA rere 
relative strengths and Weaknesses, some possessing more 
coin-op soon to land on the Saturn e i ; H - 





magic and others relying on the less cerebral art of hacking | 


ringing its hieni successtul Playstation title, FT, to the PC, courtesy of the 5D accelerator board. 
bringing its highl ful PI lerator board 
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IR VINE 15 One gf Activision s biggest releases of the year will be the 3L 
JOR D AN PE UGE OT dventure shoot ‘em up, Apacalypse (above), features the digitised and 
motion-captured body of Die Hard action star Bruce Willis. Apparently 
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Raven's previous success, the first-person Doom clone from Japanese developer, Xing. There'll be four stages 


Hexen, as well as a number of new additions, all eager t gering courses offering mountains, canyons and snow as 
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Unlike Virtua Cop, however, the player will be able to 


negotiate the 3D environment vertically as well as 
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The Ninja team (below, clockwise from top left): 
Brian Tomczyk (artist), Joby Wood (designer), 
Dan Scott (PlayStation programmer), Jerr O'Carroll 
(animator), Martin Jensen (Saturn programmer), 
Del Leigh-Gilchrest (PlayStation programmer) 
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ler under its belt, Core is working on a 
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tial al tS extravaganza of epic proportion. 
Can lightning strike twice? 


This shot (far left) reveals 
how the team has managed 
to master transparency 
effects on the Saturn. 
Shaded wire-frame versions 
of the planned intermission 
sections (below left) 


Format: 

Publisher: 

Developer 
Release: Sul 


Origin: | 





Those expecting Ninja to be Tomb Raider 2 will be disappointed. Leading on the Saturn (the most popular 
format at Core), it was never intended to be anything other than an action-packed beat ‘em up, an extension of 
2D arcade combat platform games with traditional bosses and multiple enemies, as well as magical power-ups 
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Core's game has more in common with Sega's coin-op classic, Shinobi 
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creating the advanced world-building engine has occupied the team since the PEF n Ti The world is far more detailed than the dark interiors of 
Tomb Raider, with complex textures and vast exterior levels featuring mountains, ravines, bridges, caves and castles, all brimming over with monsters 
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missing from the Saturn version of Tomb Raider, and many believed it 


couldn't be done. So how has it done it? Artist Brian Tomczyk explains 
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og aDility to tag oblects and to geptn-cue mem as either above or below 


There's a far greater variety of enemies in Ninja than in Tomb Raider 


that fioor level. If tney re below, they have a palette change. There will De and each has its own variety of attacks and individual AI routines 
inemies beneath the surface that you can see swimming around. They’! 
| | y i I Ia Ini I LH HANS We've al IO used a similar 
effect for one of the magical weapons which creates a transparent Blast 
It’s no big deal on the PlayStation, but it's a step forward on the Saturn 
350 far, there's been little talk of a plot, Dut that's somehow reassuring 
The priority for this team is to get re Gameplay nent and to keep tne 


B 
momentum going. There "ame prerendered scenes to slow the 
inly tight, atmospheric cut-scenes using the in-game graphic: 
engine. Jerr O'Carroll, lead animator, has a healthy disrespect for FMV 
and prefers TO take the Japanese approacn familiar TO games like zek 

he best way to do it is to have the cut-scene as part of the acti 


example, you allow the player to walk into a Cave, and then you let the 
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The levels vary from woodlands, mountains and icy slopes to dark Joby Wood, the project's chief designer, claims the team have closely 
caverns and huge temples. The level of detail is impressively high studied TV shows such as ‘Monkey’ to get a feel for the Ninja world 
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Even those with experience of 
the latest PC flight simulations 
will be impressed by what 
Innerioop has achieved. 
Beautiful undulating 
landscapes stretch into the 
distance, creating previously 
unseen levels of realism. 
Henning Rokling (second from 
left in photo, below) 
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"T spans the a Vidsoesi d world. Edge jets to "E 


to connect with a team of developers on the verge of a realtime breakthrough LUNS 
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Currently, only the 
flight simulation (left) 
is destined to be a 
marketable title but 
the snowboarding 
and buggy demos 
(top left, above) look 
impressive, too 





cam 


At higher altitudes it's actually possible 
Terrain detail is assi 


ll ne PC realtime graphics field is a unique one In that is sees new 





the undeniable achievements of developers such as id, Epic Megagames 
and 3D Realms, not all the breakthroughs are being made in the United 


States. Edge recently flew to Oslo, Norway, to Be the first look at ar 


engine whose creators claim - PR 35 ail creators OF new SD engines do - 
to be better than everything than nas gone belore t There is no game to 
speak of, except the gaming concepts employed to show off the engine 


Instead, Edge has travelled almost 1,000 miles to meet a team of er- 
hackers and demo coders to get a glimpse of the 
And catch a bit of snowboarding too, of course 


uture otf rg 


The sense of scale created by the buggy demo is truly breathtakin 
(top). Distant hills are clearly visible and aren't just included for 





developments occur with alarming regularity, the state of the art 
seemingly being reset approximately every six months. But despit 










I its not actually milljons of 
polygons p er fr rame, but it amounts 


Henning Rokling | 


At Innerloop's offices in the snowy core of tne city, there's a sense of 
technological oneupmanship that what they have achieved will make 
waves in the PC development community. And it appears that suc! 
confidence won't go unfounded. Rather unenticingly known as Iterated 
Functions Systems (IFS) the technology relies upon a relatively new form of 
mathematics that has only recently broken out of the realms of theory into 
practical application. Basically, it renders a polygon landscape as far as the 
eye can see and seemingly with no visible performance hit no matter how 
much detail it throws at the screen 一 even when what is being viewed 
effectively represents millions of polygons. Team leader Henning Rokling 
ot actually millions of polygons per frame but it amounts to 
the same level of detail as iT you had used millions of potygons per frame 
y you have all sorts o "pasting in in the distance, but that's not very 
effective and we don't do it. We have fogging just for effect, because that's 
what terrain actually looks like 

What impresses most about IFS is the way the engine draws the 
landscape far into the distance. Edge saw it running on a fairly lowly P120 
in a defined SVGA mode greater than 320x240 and yet it managed to 
sustain a frame rate of 30fps with a breathtaking depth of vision, Naturally 
Innerloonp Is S reticent to discuss the exact y Orkings Or ms engine Dut the Key 

et of algorithms that efectively mean that every 

coordinate of the huge landscape is precalculated and can be accessed 
mmediately. The system automatically Combines and connects faces and 
vertices while supporting a huge terrain and multiple effects. And the 
results are are plain to see lands scapes that stretch for miles and which 
unravel seamlessly with no Duild-up and use of hidden toeging 

Even more surprising is the fact that Innerloop's huge textured world - 
currently around 2600Km across — fits onto a single floppy disc. Everything 
is designed to reveal more detail the closer it appears to the camera | 
Planes appear on the norizon as a few pixels Dut are formed from 700 
polygons when up cast proper undulating shadows on the 
landscape, as do clouds, due to the engine s ability to have all the terrain 
information nstantly to hand). Thousands of trees are scattered across the 
nills, each composed of numerous polygons and the ground textures do 
smear or distort when viewed up close. Conversely, the player 
can fly away from the ground and, after shooting through realistic 3D 
clouds, is then able to make out a realistic and geographically accurate 
outline ol the country below 

The main difference is the way that the data is stored,’ 
It isn't Saved as polygons or surfaces in a normal : 
parameters and textures in a kind of mathematical 
random | access to every single point on the map and we cal 
map to a single centimetre accuracy. Also, you 3l thousand 
kilometres in one » direc tion and then return to the same place, and when 
you get back it will be exactiy the same — that is to say, if you've blown up 
anything it will remain blown up 

ro showcase the technology, 
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Innerloop is currently working on a flight P 
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All objects within the engine are represented by three different models, each composed of different numbers of polygons which switch depending on 
Ae fs ch (such as this plane, centre) are made up of arou pe 


distance from the game camera. Highly detai 
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«4 simulation game that will be ready towards the end of the year — but its 


potential for all manner of 3D games is enormous. The key to this diversity 
are some proprietory world-building tools that allow the construction of 
authentic and artificial landscapes with ease. Edge is shown how it is 
possible to edit the landscape with the custom world builder, adjusting the 
height of the mountains and generally manipulating an impressive 3D world 
in realtime, but the team is keen to keep the nuts-and-Dolts of the tools a 
secret. ‘Basically, anyone who makes a 3D engine would want to make it as 
simple as possible, and this one is really simple,’ says Rokling. But all the 
complexity lies in creating the tools and the database so that 90% of its 
ingenuity I5 In finding the data and reading it.’ 

Despite running astonishingly well on a low-end Pentium, Innerioop's 
technology will also benefit from an accelerator card which will simply 
allow for the drawing of more polygons to the screen at greater resolutions 
At you have a P200 you can boost the detail and have exceedingly good 
definition and shading,’ adds Rokling, ‘whereas if you have a slower 
computer you can reduce the detail, without affecting the gameplay, 
merely the appearance.' However, refreshingly for a state-of-the-art 
development, the low-res VGA graphics mode Edge is shown does not look 
substantially different from anything that has gone before. 'Most games in 
low-res look really crap," concedes Rokling. ‘This, however, actually looks 
good. It's running fast, it's got lots of good colours, everything looks very 
smooth and yet it's In low-res: It's extremely hard to tell from looking at the 
terrain because you never get the same pixel twice." 

The issue of terrain detall does come with limitations, though, and is 
obviously dependent upon RAM. To get around this, Innerloop determines 
which parts of the landscape to spend the RAM on. For example, if San 
Francisco s bay area was modelled it's highly likely that every player would 
want to Ty over or under the Golden Gate bridge, so the team will devote 
more space and time to making this more realistic. Where the technology 
will really come into its own IS in joining different types of terrain —such as 
the meeting of a lake, Mountains and perhaps a desert — without sudden 
unconvincing changes. 

But this i5 all well and good for the PC. What about consoles? Surely 
this technology could also be applied to run on machines such as the 
PlayStation? "We talked about this and it would be possible,” reckons 
Rokling, 'but we would have to lose a couple of pixel features, and we 
would have to reduce the size or the number of textures. If we actually 
made a landscape without any features — that is, no airports, snow, 
specific coastal outlines, no anything -it would take 200K, which still 
gives about the same quality when it comes to the texture of the ground.’ 

The potential for Innerloop's technology to be licensed must be an 
enticing one to other developers. After all, progress in the development of 
external landscape engines has been slower than those limited to confined 
environments — mainly because technology has always been the limiting 
factor. Now, a game like the 16bit Mike Singleton classic Midwinter could 
actually be constructed in a believable world. Command and Conquer-type 
games could exist entirely in 3D and skiing games could exist ina 
landscape made up of 500 different slopes. 

"Ultimately what we've created would suit a driving game, an off-road 
game or even a skiing game or a bike game,” concludes Rokling, ‘but 
really you can create any kind of landscape. There is no limitation,’ 











nd 600-700 while others use far less 





The small Innerioop team pose in the crisp Oslo winter sun (top). 


Unlike 3D engines used in Commanche and Terranova, Innerloop's IFS 
renderer has six degrees of freedom allowing unlimited ints. 

It is also a stateless renderer meaning that no data is streamed into 
the engine on the fly (like Need For Speed for example) - instead, by 
using realtime decompression for every single frame, all camera 
rameters can be changed from frame to frame and all points of the 
uge landscapes are instantly accessible. Plus, it all runs at 30fps... 
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Terracide benefits 
greatly from the vastly 
improved textures 
available with 3D cards 





Format. PC 
| Publisher 
Developer: 

Release 


OnE: 
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UK codeshop Simis is harnessing the PC's new-found power to create 
the logical extension of Descent in Terracide, a game 


which promises to bring never-before-seen visuals to the format 





5 3D accelerators begin to get a 
A foothold in the PC market, Simis, 

like many other developers, is 
determined to establish itself in the brave 


filtering and polygon processing that it 


believes will finally anord the PC its due as 


a cutting-edge games format. 


At first glance, its first effort, Terracide, 


resembles Interplay's classic 3D shoot 





At first glance, Terracide bears a striking resemblance to Descent, but myriad touches make it 
stand apart in terms of visual quality, both in static shots (these are all from the 3Dfx version, 
but the PowerVR and Rendition vers 


The claustrophobia of the corridor sections is punctuated "— Tie-fighter-style space combat sections that 
should give Terracide a seamless continuity between its levels a 







ns should be identical) and when running at full whack 


‘em up, Descent. The gameplay Lakes 
place in a maze of tunnels and corridors, 
and follows the familiar keys-and-kills 
formula. Variety comes in the shape of 
huge, Cavernous arenas, underwater 
sections and Tie-fighter-style space 
dogfights that link the 20 intenor levels 
But project leader James Brooksey 5 


keen to emphasise that Terracide i$ not 


Descent 3; 'This game is really not the 


afford an hugely impressive sense of scale 





of directly to the hardware), the performance hit is minimal and there are surprisingly few 


with the 3Dtx card, and 





Developer Simis has opted to support Direct3D as opposed to individual cards. While this sound like a compromise (writing to software instead 
ty may so available on cards that Direct3D cannot support 
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up with the 3D1x card, and it's nothing once you've cracke 4 D3D, virtually all of 

special, not like Terracide the effects you want are available. | think 
Descent 2 was, of course, merely the only exceptions that we ve found are 

beefed up', while Terracide Is the real realtime shadows on the PowerVR card 

thing, conceived from day one to be one and the texture doubling on 3Dfx 

of the first 3D-accelerated titles, and if you Everything else is available, and it's all 


could see it running, you d know wt in the game. 
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seems to be that Microsoft has got things 
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fundamentally right, and that Tears of D3D 


‘Tye seen Descent 2 beefed up 
not ing special, not like Terracide’ 


Refreshingly, despite the game's 16bit colour, metallic textures, 
coloured lighting and smooth update of 25-30fps, Simis is confident 
that Terradide will be much more than a special effects showcase 
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Kick Off ‘97 


As the PC sports game scene continues its rapid expansion, 
a legendary title is being exhumed that its creator hopes will 
conquer the likes of EA's popular FIFA series 





occer games have found the 
S transition from 16 to 32bit to be 

an uneasy one. Gremlin started 
the ball rolling with Actua Soccer, 
employing motion capture and hybrid 
sprite/polygon technology, but many felt 
that the instant gratification of titles such 
as Sensible Soccer on the Amiga and 
Konami's SNES classic, /55, was sadly 
lacking. Two years on sees emphasis very 
much on pace and simplicity once again. 

Kick Off '97 is the latest in a line of 

soccer sims that began on the ST and 
Amiga in 1988, and has since appeared on 
the Mega Drive, SNES, PC and soon, 
PlayStation, Kick Off 3 never quite fulfilled 
its potential, but Steve Screech of 
development house Anco is confident that 
Kick Off '97 will fare better. 









The detail on these player 
models is considerably 
greater than that displayed 
in rivals Actua Soccer and 
the poor FIFA '97. Motion- 
capture data from Wright 
and Seaman will add flair 


' We tried to publish Kick Off 3 ourselves, 
and we simply didn't have the resources 
to promote the game,’ he reveals. Now 
that Maxis has stepped in, we hope to get 
the publicity that we deserve, The unique 
thing about '97 is that you can actually 
play it straight away, as opposed to most 
of the 3D soccer titles around at the 
moment. We're going back to basics." 

The complexities of controlling a player 


We tried to publish Kick Off 3 
seives, and we idn t have 


our e sim hA didn s 
the resources to promote the game 


in a 3D stadium have, according to 
Screech, taken the fun out of the game 
Replacing the now traditional three- or 
four-button combinations is a simple two- 
button set up, with different moves and 
Kicks available depending on the position 
of the player on the pitch. This should give 
the game the addictive hook needed to 
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The PC has hardly been fertile ground for football simulations, but if anyone can bring an accomplished version to 
the platform, it's veteran developer Steve Screech. He might want to keep an eye out for Sensí Soccer 2000, though 
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Though K0'97s 3D environment looks impressive, Konami has recently 
proved (with N64 Perfect Striker) that wild camera movement isn't necessary 


recreate the pass/shoot pace of the old 2D 
games. Controls aren't the only factor. The 
jD engine will have to be quicker than it 
was in the doomed Kick Off 3 

"We've used motion-capture The usual array of pre-match routines, such as line-ups, will appear 
techniques for the players, using lan in the game. Detail looks rather spartan at this stage, however 
Wright and David Seaman for the data, 
Screech explains. We haven't let it 


compromise the speed. The engine has how. fast it would De then, he muses 





evolved over a period of years since the | if there are still those who hanker 

original 3D build of Kick i Off 3 ar iN we've after the good old days of tiny Sensi 

learnt a lot on the way. and now we have Sorites, KICK Off '97 provides in the from of 

a hi-res engine that ct insistentiv runs at an overhead camera. With Maxis on its 

295105 on a "100Mhz F PC. There's a low-res Side, the game should at least register In 

mode. Dut it's not the default. God knows the FIFA-mad consciousness of PC soccer 
tans, Dut it's a notoriously fickle market 


The ‘back to basics’ approach will 
doubtless appeal to those who fondly 
remember the likes of Kick Off on the 
Amiga, Dut it remains to De Seen ie it 
Will fare with a market more used to big 


licenses and simulations than E 
knockabout action < 
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A Highbury-style videoscreen (above). The simple control 
method should allaw for some Arsenal-esque play, too 
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These complex scenes (above, left) are taken directly from the game but 
have been rendered in 3D Studio with the same number of polygons 
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As new technology brings greater freedom, 


an ambitious 3D adventure is set to 
show the videogaming world just what M2 can do... 


ull i& not the sort of place where 
H most warm-blooded types would 

think of setting up a development 
house. It's a fishing town and ferry port, 
and it constantly seems to be cold, wet and 
extraordinarity windy. None of which 
appears to bother Andrew Whittaker, the 
29-year-old co-founder and managing 
director of Perceptions. ‘| really love our 
office, he explains earnestly, it's one of 
the best working environments I've ever 
expenenced. It's great coming to work 
every day and being so Close to Scenic 
country and the river. 

Iri some ways Edge can understand his 
enthusiasm. Hull may seem like a strange 
place to have an office, but on visiting the 
modern and spacious Perceptions HQ, it's 
clear why the place is liked so much, The 
sea is just yards away and the magnificent 
Hurriber Bridge is visible from the windows 

a Sight guaranteed to relax even the most 
frustrated of programmers. 

Perceptions was founded in 1995 by 
Andrew Whittaker, Andrew Noble, Dave 
Lago and Tan Cheng Im As Whittaker 
explains, 'Each of us had experience in the 
computer industry and we all decided we 
would like to get more involved with 
designing gameplay-onentated products.’ 
During the months tnat followed the start- 
up, Perceptions began looking to recruit 
videogame talent. The group had one 
imperative. ‘It was a criteria that every 
member we employed was to have à 














y bject in Power Crystal will feature Gouraud shading, and 
will Ed i Gaala cad ibaiei = A troue tor the tan 








Perceptions’ Andrew 
Whittaker began 
tinkering with a ZX61 

in 1981 before movin 
into game programming 





Format: 
Publisher: 
Developer: 
Release 
Ongin: 








significant 
Whittaker. This is perhaps slightly ron 
considering the | two Peri 
touncers, Dave Lage 
Lago, now 
programmer, prev viously worked of 
computer projects at BarClays Bark, 
C neng IT iS Wi ling ti 
Whittaker, a leading autnority in virtual 
reality. She still lectur 
in universities such as Singapore and 
Works with the firm on a mi tly 
consultancy basis 
Eventually, the gr 


rom previous 


title under their pet explains 


oneens 0 PnDuons 
inancia! director and SD 


Cheng im 


3 professor and, aco 
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Ventures and, in early 1996, 
placed an ad in the recruitment section of 
Edge. After a health 
people were hired 

rhe Power Crystal proiect began when 
3DO approached Pen eptións 
the team would like to get involved with 
M2. Whittaker alreadv had the 


concept in mind, put was 


y response, 


two more 


and asked ii 


waiting for the 
right opportunity to create it. As he 


explains, Power Crystal is a game I've 
always wanted to write. | developed an 
interest in large landscape strategy games 
after working with Mike Singleton anc 
the idea for this huge RPG for a 


time. | had to wait for a machine that 


have nad 
long 
achieve 
to add continu 
10t just a landscape romp - and it takes a 
OLUO f proce ssine pov all (he 

characters, Dui Idings, puzzles and objects 
around in the world. With the M2, 
realised that aim to the extent where there 
s literally something around every corner. 
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Perceptions was ,narentlv ar 


early choice as an M? developer because 
of the team's track record and because 
Whittaker s Jaguar game, Alien vs Predator, 
was one of 3DO's favourite titles 
to Whittaker, his team was delignted at the 
prospect of working with the Matsushita's 
M2 format: Being approached by 3DO was 





Some of Power Crystal's enemies 
are most definitely not human... 


actual game 


tations. We wanted 


al excitement for the player - 


According 











The 30,000 square kilometres of game area have been put 
ia. —— tiles. A contour m then converts data into tab 





an offer of which we are very proud. IL was 


great to be first on the block with such 
stunning new hardware. 

At the moment the company has an M2 
Card plugged into the back of an Apple 
Macintosh, alone with several Pentium 
166Mhz machines networked around the 
once 
apparently quite long and the team says 
they spent around six months perfecting 
their skills. Once mastered, however, 
Whittaker insists that it's a programmer's 
dream. The majority of Power Crystal is 
being created in C = ng M2's own 
compiler polygon graphics are 
Created USING 3 
The only part of the game written in 
assembler is a small section of the 3D 
engine, though even that is mostly in C 

Power Crystal itself looks set to De a 
unique RPG title. The whole thing takes 
place ir a full SD environment, in realtime, 
and the player is able to walk around and 


t work on M2 M2 its 


st with such 


while the 


interact with other characters — the idea 
being to simulate a real, living world. PIUS, 
Whittaker explains, “Power Crystal has 
revolutionary elements to it such as 
Character progression. Every player starts 
his or her life in an identical manner, with 


the same status. The character evolves and 


grows by the way that they live their life. If 
the player fights a lot they get better at il, 
as in real life, or if they trade a lat, the 
player will become a skilled trader.' All of 
the character traits, then, are caretully 
balanced and modified Dy the Al system in 
accordance with the player's actions and 


The initial amine curve of the M2 is 
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Perceptions' Dave Lago is working with 
Character Studio to generate animation 








44 experiences After nail 


hour OF Playing 


Ine game, Bail | dye Vs rave a (0 1 T 
* diterent Character attuned to Their OWT 


personal gaming mterests and desires 
The scnpt for ihe game was written a) 

Whittaker and Lago. and now reads mort 

like a novel. The basic Diotline concerns 
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balance-of power within the world of 
Kelemar. The player has to recover the 
pieces to gain magic power to defeat an 


Team pedigree 


Perceogtons MD. ACINA 


All of the game's graphics are 3D polygons, apart from lamp posts, | 
bushes and birds, which are implemented in the form of sprites | 








Whitraker, first taug Irrvading army -一 
TESTDTEESTIT | tf II'5 more complicated than It sounds 

XB Vv ck in B1 in though, and in order to realise the around the landscape. These are divided 
1984 ft schoi j cinematic scope of the plot, the entire into 35 different types mclucding Orcs, 
joined tn ] game is being put together in a true dwarfs, giants, dragons and, of course 

here, along v movie-ike style. Every eventuality is Deng humans. And because the game is in 
anew © j realtime the player can actually stand still in 


Whittaker then went on 
te work with. Alien artist HR 
Giger on Darkseed 
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storyboarded with dozens of books full of 
story information taking up space in the 

F rhe walls are also 
lepicting all the 


cnaracters Set to appear in the game 


Perceptions office 
Covered un armwork 
There's even a detailed map of Power 
Crystal s word. Kelemar, in a Dack room 
The team claims that the game's texture 
mapped landscape covers a massive 
30.000 square kilometres. 'A landscape of 
this size is a tall order for any machine 


admits Whittaker, The MZ, however, makes 


it (hat much easel 


As for the world's inhabitants, there are 
due to De around 10,000 creatures roaming 





The player will be able to enter every 
building in the game - some are 
considerably more grand than others 


DE Ot tt IS ti WIIS ang watch PYEnOne 
going about their Dusiness. When the 


player does decide to move, the entire true 


= 


The 
V 


ame's landscape covers a 
masst 


a te 00 del) admits Whittaker 


1D realm is explorable — it's possible to 
walk into any building, get into a boat and 
cross the sea, or even get on the ze of a 
harse and go for a ride. Even this aspect Is 
true to life: some horses are wiid and run 






















Combat (top) will take 

ae in = One 
e game's biggest 

adversaries is a 

dragon (above) 





iment, fes difficult not tp be., 
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away, while others are tame and calm. The 
game also allows teleportation from one 
place to another, so the player needn't plod 
20,000km to reach a new area 

Most impressive is the intricate detail 
and realism which seems to be packed into 
every aspect of Power Crystal, As the game 
iS in realtime, it includes a speeded-up 
circle of night and day so that, after one 
hour af daylight play, the world turns dark, 
and vice versa. Weather effects such as 
rain, snow and fog are also Included. Even 
Climatic conditions have been synthesised: 
if players climb 2 tall mountain they will be 
met with dense fog at the summit, just as 
in real life. 

The city Edge saw was filled with 
houses, both large and small, each 
available to be entered by the player. Once 
inside, the game camera adopts a fixed 
point in the top corner of the room, and the 
player is free to interact with its inhabitants 

Importantiy, though, the wealth of 
peripheral detail is not a screen to hide 
mediocre gameplay. ‘There s so much to 
do in Power Crystal — fighting. trading, 
exploring, interacting, Strategising,’ claims 
Whittaker. "Basically, vou live your life in à 
whole 3D environment, even the set-piece 
quests Can De attempted in any order and 
by a variety of methods, A key for uS was 10 






o3 town 


make the whole gameplay experience nan- 
linear, so you really feel that you are there 
and the master of your own destiny. If the 
player wants to join forces with a bad guy 
then the player can do that, or if he wants 
to go and help out a local duke with his 
problems then he can do that too." 


Walking around... 
environment, it's difficult not to be 
impressed by the speed and fluidity with 
which the realtime environment ts 
generated, with no noticeable jitter 
whatsoever. When Edge visited 
Perceptions, Power Crystal was running at 
an impressive 60fps — and the current 
development kit only has one PowerPC 








The game will feature 35 different types of character. Animation is 
not yet complete, but Perceptions promises fluidity and realism 


chip. The final version will use two, and 
Perceptions has been told that it will then 
run at least twice as fast. There may well 
be Slowdown when its full quota of 
graphics is up and running, but even then, 
the frame rate should still achieve a higher 
count than other 32- or 64Dit systems can 
presently manage. 

If all goes to plan, Power Crysta! could 
pan out to be an astounding showcase for 
the M2. The sheer detail on display in the 
game is Staggering, and, coupled with the 
rich, true 3D graphics, may well be enough 
to tempt RPG fans away from the clutches 
of Sony and Nintendo. Every new piece of 
hardware needs a killer app, and with this 
and Warp's D2 on the horizon, the bigwigs 
al Matsushita must be rubbing their hands 
together with glee 

Now that the hardware is becoming 
available to make complex, realtime 3D 
environments passible, the potential for 
large-scale RPGs which generate whole 
new senses of "being there’ is growing, and 
Perceptions’ first game could lead the way. 

Power Crystal is due to be finished for 
Christmas, yet no publisher has so far been 
set On the evidence seen here, Whittaker 
should perhaps expect to see a bundle of 
offers landing on his desk over the 
coming months... 








In development 


Apart from its flagship tite, 
Power Crystal, Perceptions 
has three other games 
under development tor 
release on many formats 
lester (working title) iS 8 
plattorm adventure game in 
a Similar mould to Sony s 
Crash: Bancdicoot, except 
wih more freedom to move 
around a 30 area, a5 in 
romb fader, The intro 
sequence Edge saw running 
on PC was very impressive 
showing Jester as a large 
coieurntul character ering it 
around a full 30 case 
environment with excellent 
shadow and lighting effects 
Also. development s 
an as-yet-unnarmed 3D 
puzzie game and 3 3D tank 
shooter called Flaeterrt 
(again, working title) which 
uses essentially the same 
engine as Power Crystal 
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Konami is readying itself for a full-on 32bit assault with a sequel to one the 
games that made its name. Ex-sSNES owners will doubtless look 


upon its PlayStation sequel to Castlevania IV with slackened jaws... 





A prerendered intro (left) sets the scene for what's set to be one of the PlayStation's most atmospheric games to 
date. Though the game's presentation is distinctly 2D, a rich colour palette serves to give it graphical depth (right) 





E" any hardcore gamers would pick public face out of cute and colourful 
Y 4 | Castlevania as their most characters from games such as such as 
kiisi treasured of Konami's series of Goemon, Parodius and Twin Bee 
action games, Given the game's popularity However, a release date has been set for 


on the NES and Game Boy, and not the Japanese version of PlayStation 
torgetting the memorable Castlevania IV Castlevania, and a version will be released 
on the SNES, it is indeed surprising that it in the west nearer the Summer 


has taken this long for it to arrive on the In terms of game structure, Dracula X 
PlayStation. One reason cited internally Symphony of the Night has more in 
was that the company s chairman doesn't common wiin the last instalment in the 


hold the image of the series in high series, Dracula X: Devil's Castle, on the PC 
regard, preferring to fashion a friendly Engine (E4). Opening up the linear 
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Castlevania IV's final 

showdown (middle) is 
included in the intro. 
Another boss (above) 
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Memory card save points are activated 
—— by finding coffins (above). Enemies meet 
— their demise in a vibrant fashion (right). 
ngin Some special attacks are huge in both 
visual and damage potency (top row) 
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Dracula X's map is 
comprehensive (top). 
Players face a menu of 
items, etc (above) 
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Turning into a bat (top | 
and yellow vapour (top right) 
opens up previously 


inaccessible sections 





Dracula X could be fairly likened to classic SNES title Super Metroid in that some of 
its areas are inaccessible until a certain object or power is discovered by the player 


networks of the SNES title and introducing 
a level of gamepiay depth normally 
associated with Japanese role players 

P yer in 


a richer, more expansive enviro 
includes RPG elements such as interac 
with other characters and even making 

use ot an enormous array of we apons and 
magic. For a title clinging on to its 2D 


roots, this a logical direction for Konam 

The game's playable Introduction sees 
a welcome resurrection of the final section 
of Castlevania IV on the SNES Here the 


paver defeats Dracula, and a 
and rather spectacular final boss 
sequence, the game starts afresh with a 
whole new | quest. In some respects 375i 
Castlevania owes more to the sprawling 
lature of the PC Engine version, though = 
there 5 an enormous and intricate layout 


of the castle that self-maps as you 


ter a new 





| ign it, and wandering 

through labyrinthine networks of tunnels 
d Eyes d dIiversmy OF 

i cnains used 
) SWINE across gaps in Castievania IV 
ave sadly been dropped (or at least 
weren't included in the version Edge 
play yed), the abili ty to transform into a a oal 


1 
gameplay. While the whip anc 


areas Mso4 the player can ae n transform 


Fij 4 e 


nselt into a transparent, yellowis! 
vapour allowing obstacles such as iron 
gratings 5 to be passed through with ease 
Visually, at least, this 32bit incarnation 
will perhaps initially leave expectant 
players a little underwhelmed. Mos 
noticeably there's an almost 16bit look 





and feel to the backgrounds and sprites, 
ull 3D objects are spurned in favour ¢ 
fixed layers of conventional! parallàx 
Fortunately there are subtle technical 
accompiisnments such as sprite rotation 
and some clever s adn ing, but for many, 
it iS the suite of Weaponry and magic 
etfects that will command most attention 
- some having eee effect, filling 
the screen with transiucent lights and 
spinning holy crosses 

While clearty lac King Some Ol the 
visuals that 32bit console owners have 
become accustomed to, Dracula X's 
intricate 2D graphics, wonderful CD music 


and appropriatery huge quest should De 


just enough to keep the Castlevania 
bloodline intact | 


LE: 
[* 4 E. 


The game includes some imagery that may cause offense to western 
audiences. Japanese designers have no qualms about such content 
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Obviously tired of creating isometric-3D RPGs such as Dark Savior, 
Climax has turned to the driving game, adding mayhem, 


demolition and full-scale destruction for good measure 


NONAME 


tame” 


| Most obstacles in Runabout can be smashed through or 
run over. Unfortunately, this tends to attract the 


attention of the local police. However, 


ey can be dealt 


| with accordingly (bottom, far right). The player's vehicle 


often ends up dented 


SETTING 


A ELER ATION 


MAP SELECT 


"I" | Wwe 





Pe ants can customise 
heir vehicles (top) and 
choose from three 

different maps (above) 


Format 
Publishet 
Developer, 

Release 


Origin 








nd recognition (top right) 


E or a long time, developers have 
been trying to find alternatives to 
i the Daytona-style racing game in 
an admirable attempt to avoid formula 
fatigue. Crasn-and-smasn tities like 
Destruction Derby and Twisted Metal have 
proved popular, and Konami recently 
added a new twist — the user definable 
circuit — in GT! Club Côte D'Azure. Now 
acclaimed Japanese RPG designer Climax 
has combined both variants in its first ever 
racing game: the promisingly manic- 
looking Runabou 
In many ways, Runabout isn't quite as 
innovative as it might first appear: Probe's 
Die Hard Trilogy treads much the same 
ground in its driving Section. Both games 
require the player to reach certain 
locations within allotted times and Doth 
take place in urban locations with no Tixed 
circuits. In each title, then, racing i5 
against the clock rather than other drivers, 
and finding the best route to the target Dy 
avoiding dead ends, traffic jams, etc, 
forms a significant part of the action 
As a complete title, though, Runabout 
naturally gets more space to explore this 
intriguing new genre. For a start, the game 


ers three tracks as opposed to Die Hard 
Trilogy's single Manhattan offering, The 
first stage, named 'Downtown', takes 
place in the Chinese sector of Los 
Angeles, the second in the Shonan area of 
Tokyo (a seaside resort well-known for its 
traffic jams) and the third area, currently 
still being designed, is modelled around 
Paris by night 

Inevitably, each of these courses 

places different demands on the driver 
Paris is littered with tiny, difficult-to- 


navigate streets (and it's possible to take a 
'ew snort cuts through the city 5 Metro 


F ysten | J, Wh ile | ne TO ky " St anan E Fea is 


as famous for its traffic congestion as its 
seaside setting — an element successfully 
captured in the game. To keep players on 
their toes, traffic jams develop in different 
areas of the map each time the game is 
played, so-potential drivers have to be 
constantly aware of alternative routes 
Apparently, though, if all else fails, it's 
possible to drive along the beach 

But the amusing part is, it's not always 
necessary to avoid other cars. The player 
can choose from a list of 22 vehicles 
including sports cars, family saloons, 














From top: 'Down Town', 
'Sea Side' and 'Metro 
City' are the game's 
three driving locales 


TOTAL TAME 
05-20 


TIME NT TR. 


$51.000 


Although smashing into things is fun, the player is 
racing against the clock and must reach the ta 

point within a time limit. The map in the corner of the 
screen hints at possible routes to the finishing line 








"Officer, the shop just 
leapt out in fient of me' | 





trucks and even a scooter and a coach — 
and the larger ones can just smash their 
way through traffic. As with Destruction 
Derby, this proves amazingly entertaining. 
Crashes are complemented with a range 
of sickening smash noises, and the 
player's vehicle can come away with 
massive dents — a feature which adds 
greatly to the destructive satisfaction. 

However, the coaches and trucks do 
not always provide the best options. Each 
vehicle handles differently, and the tactics 
available to the player vary depending on 
which is chosen. A rubbish truck, for 
example, is hardly the ideal vehicle for 
navigating the narrow lanes of gay Paris. 
In any case, wilfully smashing into 
obstacles like vehicles, pedestrians and 
buildings can attract the unwanted 
attentions of passing patrol cars whose 
drivers will take pot shots at the player. 

Graphically, the game is shaping up 
well, The shabby, densely cluttered 


- cons. The coach (above right) will drive throu 
control, whereas the scooter (left) is less sturdy, but much easier to manoeuvre 


tenement Buildings or Chinatown are well 
reproduced, with some great, detailed 
texture-mapping on the many Chinese 
language signs and adverts. The second 
stage proves a stark contrast with suitably 
lush beaches and a glorious sunset 
Skyline. Importantly, all the maps look 
exceptionally large, So there should be 
plenty of scope for exploration — it's even 
possible to drive into shopping malis and 
hotel foyers, something that will no doubt 
appeal to fans of 'The Italian Job' 

There do appear to be a few teething 
problems, though. Collision detection is 
weak at the moment, and some of the 
vehicle handling — especially on the 
scooter — is frustratingly tough and 
unrealistic, but these are Sure to be sorted 
out prior to release. 

If Climax can build on Runabout' s 
obvious early promise, the game could 
well set the pace for a fresh new 4 
breed of driving games. 


prescreen 


$288.000 
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The game offers a large range of different vehicles, each with its own set of pros and 


just about anything, but is hard to 
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negotiating The Dark 
Project's many levels 





Format 


Developer: 
PRP ane 


Orig 














ZOJECL 


With every man and his dog seemingly having a Quake beater in development, 
Looking Glass striking effort distinguishes itself from 
the pack with a heavy-on-the-strategy angle 


t5 fitting that Looking Glass, à 
development house situated near 
Harvard and the MIT, is dedicated 
to making games that require some 
genuine intellect as well as basic 
gameplaying SKIS. SO It was somewnat 
surprising when the Massachussets-based 
group announced work on a first-person 
shooter apparently not too far removed 
from balls-out actioners such as Quake 

‘We've got volumetric rendering, with 
ray-cast lighting like in Quake,’ says 
project director Greg LoPiccolo. ‘Looks- 
wise we feel it's going to De very 
competitive.” Even more like Quake, this 
new game features polygonal enemies 
and a medieval setting, but according to 
LoPiccolo, that's where the comparison 
ends: ‘From a gameplay mechanics 
standpoint, we're really excited about our 
concepts for advancing the state of the 
art, in terms of creating an immersive 
world where everything works. 

In terms of background, LoPiccolo 
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the MMX instruction set has 





yet been included, but its 


growing popularity would seem to make it an essential element 





reveals that, 'In essence you're a thief in 
this undefined medieval age, sort of 
medieval meets "Brazil" meets City of 
Lost Children". There's some electricity, 
some magic, and some 19tn century 
machiner y kind Of stuff.’ As a thief in this 
world, the player needs to develop more 
than just a good aim. ‘It's not like Duke 
Nukem, LOPICCOIO explains, “where you 


nave lots and lots of firepower. It's more 
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Environments made up of slanting architecture add to the game's otherworldly qualities. While the 


= 


early version 
Edge saw lacked enemies, its construction gave it a flavour that will be at least a match for id's seminal Quake 


| 


| prescreen 
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Looking Glass’ Greg LoPiccolo claims that The Dark Project’ 3D 
engine has been designed to be 'super-reusable', so the company 
may well license its technology out to other game developers 





like you're smart, and you get smarter explain the motion-capture editing 
through the course of the game.’ process: "We'll be able to do some very 
The player is armed with a sword, a unique organic motion. Not just straight 
knife, and a bow, and, while there are bipedal stuff, but some scary, creepy stuff 
power-ups, players will need to continually with aquatic creatures and some other 
improve their tactical skills to deal with multipedal enemies.’ 
situations. 'Much of the actual gameplay At this early stage, LoPiccolo guesses 
involves using shadows effectively,' reveals a P90 will be the minimum system, and 
LoPiccolo. “You ré constantly sneaking the game will support some 3D 
around and making decisions: who to kill, accelerator cards, although specific 
who to sneak past, and who to trick.’ chipsets still have to be chosen. 
Ideally, the Looking Glass team wants While the development focuses on 
a deep and complex world that is also creating a fantastic oneplayer game, 
fast-paced and exciting. 'Essentially we're multiplayer modes will be an option. A 
building a type of simulator,' says level editor may also ship with the titie 
LoPiccolo, where object interactions are Like anybody, we nave to go with our 
correct and physics are tied in correctly, strengths," LoPiccolo notes. ‘Clearly if you 
but not as weak as a Daggerfall thing, want a technologically optimised, low- 
where there are zillions of NPCs in this brain shooter, talk to id, because they're 
large empty world. Also, our combat better at that than anyone.’ Smiling, he 
system enables you to do things other adds: But we think we can do expressive 
than just blast away at everything in sight." worlds better, and we'll still have a E 
One specific example is when a player fairly high adrenaline factor.’ 





draws back on a bow and the targeting 
camera zooms in. The longer the player 
draws Dack, the more accurate the shot. 
This enables concealed players to snipe 
enemies with amazing accuracy. 

The Dark Project will be the first game 
to feature 'Act-React' technology, an 
intricate form of engineering that bestows 
real-world properties to game items. 'The 
goal is for everything to behave as it 
should,' explains lead designer Jeff Yaus. 
'For example, things that should burn will 
burn, and then it's up to the player to 
decide to burn things, whether or not 
we've anticipated it. That's Act-React's 
real strength. We're using it for numerous 
game properties, including sound in the 
same sort of way.' 

Most of the roughly 30 types of enemy 
will be bipedal creatures, and LoPiccolo 
suggests they'll get stronger and smarter 
as the game progresses. While hesitant to 


talk about them at this early stage, he will Though the development is Finde on the UM dt ame, Looking 
Glass is looking into the possibilities of various multiplayer modes 
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iOTH Plater 


Dean Devlin, of ‘Independence Day’ fame, is lending his | 





talents to a space combat sim that could meld Hollywood 
storytelling qualities with a high-end 3D environment to die for 


Bethesda's Nesmith is particularly proud 


of the company's X-Engine: ‘There are 
many different ways we can use it We 
built [RPG] Daggerfall around it, we're 
using it in an experimental car racing 
game, X-Car - we're looking for all kinds 
of ways to exploit the technology...' 





he thing that Bethesda has right 
now that's definitely our best 
asset is our X-Engine technology,’ 
claims Bruce Nesmith, 70!^ Planets 
producer. X-Engine is à realtime rendering 
system of such considerable flexibility that 
it can construct virtually any sort of 
environment, tor amy purpose, and it 5 
being put to use in a title that's part Space 
combat, part wargame 

Perhaps a more important component 
than X-Engine, though, is the way 10th 
Planet is being developed — as a co- 
venture of Bethesda Softworks and the 
Hollywood production company 
Centropolis, probably best known for last 
year's blockbuster, "independence Day 

'Since I've been here - about a year 
and a half - Centropolis has been linked 
with TOth Planet, Nesmitn explains. The 
producer there, Dean Devlin, has been 
excited for a long time about getting his 





Format 


Publisher 


DEV elOper 








E | 3 





hands dirty in our environment and Going 
a computer game. 

Centropolis is taking duty of 
developing the story, characters, and the 
handling of ship and alien design, an 
arrangement that has so far been à 
productive one. ‘Largely the folks at 
Centropolis, and in particular Devlin, have 
the understanding that the idea isn't to 
take a film and put it on the PC, the idea is 
to make a PC game, says Nesmith 

tOth Planet sees the player as a 
privateer who helps fend off attacking 
aliens. The game's time element means 
that its planets ail follow their respective 
orbits, so its overall strategic environment 
changes as planets move positions. 

The relationship history between 
Hollywood and videogames is strewn with 
the corpses of failed dalliances, but 10t 


Planet appears to have the elements : 3 


In place to avoid such disasters. 





There's a high probability that we can have fractal landscapes in the game, says Nesmith. ‘This means we can have 
players fly over the surface of the moon, or any other planet, and we won't have to calculate the data beforehand' 
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More than Command & Conquer or Warcraft II in 3D, Bungie's latest game 


prescreaaon 


pushes the realtime wargame genre into starting new 
directions - extreme bloodletting being just one... 








P eve been calling it a realtime, 

{À Td multimetric tactical game,’ says 
Saleem Doug Zartman, Bungie's head of 
marketing, of Myth. 

‘That's at least enough words to make 
people think about what they're looking 
at, agrees Jason Jones, co-founder of 
Bungie (publisher of seminal Mac Doom 
clone, Marathon) and its lead programmer 
and designer, The problem is that when 
you say “realtime strategy," people think 
of Command & Conquer. Myth's going to 
be different from the typical, "Here's your 
town hall; build everything up around it; 
attack the enemy in waves." The emphasis 
Is On tactics and combat. This is a game 
where you fight, period. You set up troops, 
take the high ground, meet the enemy 
halfway with guys to slow him down and 
hit him from the side. It's all about 
manoeuvres and formations and getting 
your guys to favourable terrain." 

While the oneplayer game follows an 
extended campaign, each individual level 
is a single battle. There are no resources, 
and no building of bases. Players receive 
an allotment of troops and fight it out with 
what they have, Reinforcements arrive 
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after, or sometimes during, battle, and 
troops who Survive gain experience. 

This shift in emphasis leads to Myth's 
other innovation, as Jones explains: 
‘Because we don't care about building 
buildings, the entire focus of our engine 
has been on visual realism — seeing every 
drop of blood that gets spilled on the 
battlefield." Myth is the first realtime 
combat game played out entirely on a 3D 
battlefield. Every environment is 
completely texture- and shadow-mapped 
and unique irr design, with hills, rivers, 
Swamp, trees, and 50 on 

Myth 5 engine is extremely powerful, 
allowing two or three hundred troops on 
the field at once. 'If it can’t,” Jones cracks, 
we're going to sit there and optimise the 
damn thing until we can, because that s 
the whole point.” Multiplayer options 
include LAN and Internet play, with games 
of King of the Hill, Capture the Flag, and 
even rugby played with severed heads 

With its 3D combat, large number of 
different units and multiplayer features, 
Myth may very well be the next step 
forward in 'multimetric tactical 


games' on the Macintosh and PC. £ 
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| Once master of Sega hardware, Treasure is now concentrating its efforts on a 


special effects-packed N64 platformer which looks set 
to rewrite the rules of the genre 
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Though for the most part the game is presented in a 2D. 


ollowing its sterling work on the 
Mega Drive (with Gunstar Heroes 
Dynamite Heady, etc) and Satum 
(Guardian Heroes), small Japanese 
codeshop Treasure is making a welcome 
debut on the Nintendo 64 with an 
Innovative action game for Enix 
In Go! Go! Troublemakers (or Yuke! 
Yuke! Troublemakers to give it its native 
Japanese name), the player will take 
control of a character called Marina, a 
robotic bodyguard who must explore a 
planet called Star Nendoro in order to 
rescue her mentor, Dr Campbell, who has 
been captured by the Nendoro people 
during a visit to their world 
This Simplistic scenario manifests in 
game terms a5 a side-viewed action game 
which, upon initial inspection, doesn't 
exactly ooze 64bit qualities (indeed, many 
visitors to the Shoshinkal exhibition in 
November last year thought that Enix's 
rolling video was showing a new SNES 
title). Look closer, though, and it's possible 
to pick out all the hallmarks that have 
contributed to Treasure's reputation for 
quality: fantastic use of colour, great 
character design, inspired animation and a 
surfeit of jaw-dropping special effects 
Treasure is attempting to introduce a 
new kind of playing style to the platform 
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game scene in Troublemakers: instead of 
simply killing enemies, Marina will be able 
to pick them up and throw them at other 
enemies or, if the enemy Is one of the 
Nendaro race, shake it to release an item, 
which might be a bomb, a bonus, or 
something that endows a special move. if 
the player chooses not to throw or shake 
the enemy, it can even be used as a shield 
against attacks. 

Bizarre? Indeed. Possibly one of 
1997's biggest thirdparty Nó4 
games? Most definitely 





Treasure has sampled voices of famous Japanese actors and actresses 
to give Go! Go! Troublemakers' characters an extra degree of life 

















ut um 
Š 


a 


b 

j 

**. i 
T 


生 
| 
ry 





i 


> 


ts 














- 


tari really bury millions of €.€. cartridges in the desert? 


‘ke 





Molan Bushnell steal the dea for Pong from a rival company? 


investigates the truth behind these, and the rest of videogame 


ETE *, 


ri s other, most notorious myths, in an exclusive expose... 
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Over the neat nine pages, Edge caamines thi 


most popularly perpetuated videogame myths 
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| DID NOLAN BUSHNELL STEAL PONG? 


Did a Magnavox prototype “inspire” an 





Atan employee to invent Pong 
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Did The 3DO Company use e prerendered animation 






sequence Lo illusuate the ‘realtime. perlormance" of M2? 
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— FROM RUSSIA WITH LITIGATION 


The story about how the landmark Russian puzzler Tetris came in from 
the cold is us Mangit with twists and turns as the best spy novel 


ariet atbemalieran-Alewey: Papine (pane Sela. 
with his «oni created ie logembary puto zoom Tari 
aif then 4 selection OF Sier Tired patépesi yale Uwe 
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Nintendo, Specuunn Holohyte, Aum, amd Mirror. 


The Truth 

Nohoxds. bmw the real truth die. at bead) Hur wer d aurem t dellingk tell 
this is hiw ihe litigated ont. Alter dieting Tess Will the hcljt el 
her Sos iet enisi, Palio began extmesi negoralibhs with Ruolhert 
Stein, founder ed u European solteaie compage called Amndrsenfilu. 
Thinking be lul a solid deal, Stm (heu sibl Uve Fighis to Atirar und 
Speetriis Heale Ayie Whin Pallai informed olficiale ef Lory Ufone für 
Eizcunmaergieshniza - 3he Soviet imninmstey goczming ihe Hipon aii 
espurt nl computes wol ware ail hardie) abst the eal, (hey iire 
coatrel from Bü. 

Sidin ended up controlling the compsles rights tir Tertr which be 
mistakenly thought meluded television (eiteogame!i right. He »olil them 
to Mirromolt ind Spectrom HolbByte, Mirror thew offered) American 
com-op amd handheld righi. w Aten Games, and Aopare vodir-op rights 
io Sega. (nthe meamime, Spezirum Hololytg nzgediaud with Henk 
Rogers, an imdependens hisimessman with tes ro Nintendo, tu sell yhe 
Japanese cumpiner and wievizion tights Ed Logg: the creator of 
Asteroidi, (hen programmed an NES version af Terror Tor Tengen. Aun 
Gimes coriurer games «ühsidiary. Tengen Torts weet on sie in TARI. 

Heres the tricky part; Nintendo of Americ - despeius No get Tetra 


far thc Gams Bow and NES wawhlwide - challeeged Mira s olim tu 


both the handheld and televislisn righty to the game Chi February 24, 1989. 


Elory sent a lerer to Rogers stating thal go one controlled the television 


and hamihehd rights vo the game, Rogers obtuined the maedheid rights. den 


y AOTT 


d shg fhem t Atendo Next. Howard Lincoln and Minoru Arikawa ol 






Nintexidy, off 
ne game. - Bur) | 
was a exis mier (and thus covered under Mirrorsofi's arrangement wih 
Flegi, Nastcsued l | 


lle» io Moscow and wur the mievisqon nghts to 


md Mirroooh dul. pot give op, Claiming thatthe NES 


Lor. control of the game, Nintendo won ihe 


Case mel p 9 cant weder) Wc forced Tengen t) "op selling Tetris 


AHiuugh Me moi populus ticoun ot the suit (ur David SchelT = 
book: ame Oct | Gres Nilteadus v miade, it-shouhf be noted that at the 
lime. Nintendit wis planning io intiriducd land had aunounced) a 
kevin diik drive and BASIC tanging dam Jor ihe NES. So was the 
NUS «competes Thu caet bilye; wo ms in Mimon that sient people 


mild dezicribe a» "Lechig- save kald em 11 een a e a one 


former Atari sidTer, Whe asked not tobe ma Sl. reed iniafus 


Were pnt sc inp the result of dishecrsty o0 anyens t pant xor mmu 
Lahte Miei * 


says foes Atri senior vice preston) of sales and maskcetlitg, Teal Haff 


the bulding capitaliste at Ehag "Ciesdously (ee Huia 


"AM dead Two conpanies were in megotiation For lesning biii hinnaks 
amd the product wa licemeed to two companics, We had masuf as cames 
fetid amd part (t on the market, la fact, it hecame the ngmbgr-oné seller on 
uie Nintendo platlorm." In the end, Tengen was stock with 259,000 Feri 
cartridges for ihe NES that eventually had £o be destroyed. Because the 
Tengen version was eo superior ty the Nintendo version, M devehe a 
foltawing im the Wack market — used verom of Tengen Terris hare sold 
for a5 much a 300 in the US. tn 1995, the nights 10 Mie ongnnat Trirti 
ported hack le Akey Pajlinoy. (ie onty mar «ho alld ac dake militem 
e Gellar Prem the pane Pajitnov and Rogers then darned Tte Tetris 
Company lian effort in reap fiom ihe game s eontimoing populariiy 
Muti recrmily, Pajition (whe had been creating — arai jest endorsing 

puree games (oe Spectrum Molebyte) has made the move lo Apiai, 

where he will no douht stempi to repeat his design «uzceeo for BE Gutes 
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CVII 


SPACE WARS NOT FIRST VIDEOGAME? 


Was Space Wars really the first videogame, or were fe prodiecessors? 








pace Wer, a computer game which simulated battles in ' à hall, falling off the edge uf the wall and li 
| deep space crested in 1962 by MIT auden Steve would go bounce bounce. boudee and would either bounce off the other 
| Russell. is generally considered to be the fitt computer side of the screen; or it would biunce through a hale.’ 











compuler would «imul 






| game ever made, preceding even the likes of Prig. The other program was Mitlskitean, which Russell describes as ‘a 
NWitle display program that had à bunch of spots that went whirling around ' 
The Truth As for hack a» 1958, W. Higgenbothem, an engincet working for the DOE 
| Other pioneers found ways to have fun with in the US; had cobbled together a pimple 
computers well before Russell created Space Warr. 
| MIT professor John MeCarthy experimented with 
artificial intelligence and began teaching a 




















demonstration program (vaguely like Pong), 





that ran on an oscilloscope. So does Russell 






deserve credit for making the fire: game? Yes 






computer to play chess as carly us 1959, and Alan Chess ix not a videogame = computer chess 





Turing. the legendary and eccentric computer 
| pioneer, wrote a ‘computer’ program that played 
thesa a» well. However, singe no computer ai the 


uses Ihe CPU for AL but the program doesn't 





(technically) even need to be run Of a machine. 









While a few other interactive programs may 











have existed before Space Wars, they wereit'i 






[| ima was powerful enough to ron i, be ran It in his 
head, and moved the pleces himself. 

"There were ceriainly at least two Interactive 
programs that existed before Spece Wars where you 





really games a» they are known today, merely 





interactive demos, with no rea! (all or win 










criteria. Spece Wars, on the other hand, is 








interacted with switches an the computer,’ says exientially twoplayer competitive shooting, 





Russell, "You got a display on the screen. and il 
changed depending on what you did with the 
switches. They weren't particularly designed as 
games, And they weren't very popular hecause ñs 


using the Asteroids control meehadlym. li was 
designed to be. and F, a fully fagctioned 
videogame that requires a computer jand a 







Monitor) to Tisi, 









games they weren i very good." Space Wars may nol have come to fruition 
One program involved pushing a bali off of a 
plattarm and watching i1 bounce. I1 wax a physics 


demonstration with a bouncing bull." says Russell. The 













in à vacuum, but it was certainly the fir time 











thar all the elementis associated with a 





Videogame were present ar the same time. 


CRIME OF THE CENTURY 
Is it possible to buy illegal CDs and cartridges 
that contain hundreds of pirated games? 


oreign companies manufacture counterfeit NES, Super have been a problem, an even bigger issue is unauthorised copies of 

NES, Genesis, Game Boy. and Gume (ear cartridges current hits, 1n January 1995, Nintendo filed suit agains! Samsung, the 

(presumably they're smart enough to leave the Virtual company that produced tbi custom ROM chips for DAC. accusing it of 

Boy aldne) that contain anywhere from 40 to 150 knowingly supplying ROME to two ggvarnment-awned pitacy operations. 
games, as well a» CD» that contain PlayStation, Saturn and PC titles, = 


The Truth 
Both Nintendo und Sega agree that counterfeit software (often sold 
through Hong Kong. right) i» killing the videogame business in Ania, and 
that enforcing counterfeiting laws is a top priority. According tò a 
Nintendo spokesperson, the company loses as much as $1 bo per year from 
pirate software. By purchasing one pirated CD or cart, a gamer may be 
guilty of many counts of receiving stolen merchandise (the pirated 
Intellectual property of the game). Duplicating that CD adds multiple 
counts of piracy to the bill, and the potential for millions in fines. In 1991, 
Nintendo caught United Microelectronics, Taiwan's largest semiconductor 


, matiufacturer, exporting muliigame NES cartridges. The event could have 
ret off an international incidem ax the Taiwanese government held a 30 
| share in UM, but it was settled quietly. While the multigame cartridges 









MARIO: ALIVE & L 


Did Shigeru Miyamoto really base the character of Mario on a New York landlord? 


higeruy Mitanwte, desiener of Dindey Kong. basei 
Marti ép the bandied of tt New York apartment 
Gennes iv Which he fhead. 


The Tenth 
Shies SMisamolo erred Mann belre ewer wishing Ihe US = altheigh 


hit nome woe arèn aa "uitjermn um Dounbesy Kent s inate (anal he 
was U carpenter, m à plumbers, Thiegame Monit came from Mario Segall, 
ihe man She peuted à Now York warehome ro Minoru Arakawa, the 

prex detu.of Ninteado of America, When Arsbaws needed acne jor the 
clarswrer, bee Cheap ty ot ive Patdlond | af aantig baip 3 aprig 


teemmhiamce m dep 


So there's a chance that Atari may have copied the Magnavox 
Odyssey with Pong, but who did the actual copying? 


lart founder Nolan Bushnell kicked bis daughter cat of 
her bedioom and ured it ai a workshop withis which he 
created (he find “teal! videogame. the «impiae hat-and- 


hall game. Pong 


The Truth 
Bushnell» green invention «as the dedicated circuitry 
that made vedeogames cheap eimgh for mass 
production: Before founding Atari, Bushnell evicted 
his daughter aod weed her roun as a workshop during 
the creation of Comparer spree, à coin operaved 
verum of Steve Rusai » computer game Space 
Wars. Bushnell marketed Computer Space through 
Nittling and Associated. bot the game never caught on 
In 1972. Busted! and Ted Dahney founded Atri 
Ono shoestring oslget. As he would do many tires in 


the future, Bisihazil approached AI Alcorn, the 


| eompáaay s finit Full-time eng lineer, gave him the 
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voncer for a gaine (Poma), und let him go ahead and build rn 
The gome Bushnell described, Boweker, was les atphistigated rati 

Pong. it had simple paddles. that enald only knock thi hall ima straight 

line. Alcor Improved the game by adding segmented paddles tat Nou kal 
(he hall ii various angles, sowing players to pul 
‘enn on the hall. When Bushnell saw Alcom s 
finiched product, he knew he hada hit: he had initially 
miy thought of Pig ax a trxàl foc a future pamë, mat 
üs a viable product im ject, 

While Bushnell may pot have been personally 
responsible for the design of Pang, his dedicar and 
drive; as demonstrated by the eianufacrure of 
Conpiter Spare and arcade Pong, are certainly. emowgrh 
iU ensure that his ie as "father àól videogames bears 
wnrie Credence, 

Without Bushnell's efforts, ii ciuili have taliri 
some time before videogames caught on in the was 


iha they si Éarmousiy did. 














NINTENDO’S 32BIT SUPER CONSOLE 


Did Nintendo huve a hand in naming — and designing — the PlayStation? Was the PlayStation name kept 


after the Super NES CD-ROM deal fell through asa slup in the face tothe president of Nintendo? 


intcide uei] Sony Pormed 2 parinersheip do Crée s 
CD-ROM drive für tie Super NES walled Le 

Play Stu When the furtneedig Culla. Sony 
ade pde Lo destgu au eatin’ coole around (re iiie, 
"ung Vezhnedours puvilelly created be Nimendo, and bep the Pizy Srabon 


name Ho-tunt PCT. presione Hirinhd Yiuttanchl. 





The Truth 


The name-PLUlv5Siii «ccm te ue existeil ewer belie Senis a HIE fated 


partacrihip with Nirtmda. Sons Dies lowestigated euren, ie videogame 


tarot aoi party of Phiji ess When dut ebatia fiuted, Seny 
zwwrged at a new partyet Foy Niele creating ihe PlayStation as à 
peripheral dition facie Super NES. Sorry arete, Iiweyztr, &ay ihe 
niis Aras Span eae Fires tiered! hack when Sens wes vti sein 
wiih Philipe 

Snas retalhed veveral tryitocrs Hmughi all ples of May Staten 
development, fete Hà 199 1 Nimani pias all tire say Winnog tie 
produri's completing pna | T" 

One of Sony ^ unm engicers maya he wwrked wn «uch Nino 
cloctromive wizands as, Masayuki Uemurn durmg the first singer ofthe 
PlayStation: fur charms mar um avi tfe work idoge try Neen was 
Capped aed Hac Sony stare] fiuit scratch |Wice before zampretisng the 
final Persit e the Play Statin 

Caompstingihe Thi Super MES lih FAMI Ploy Sidi (aed even 
tle Niniefido Feli cenis o Henr 04d Ee Last thai the Sony Pas Sail yas 
fyc tecimalemically in commin woth woy Santombo machine 
Use ry Tiel? 


La ety thi drag fuita Le uc ie nv e plora jiu, 


ATARI FAILS TO *DO THE MATH' 


Did Atari turn down Pac-Man, thinking it would never sell? 


tur wae iiered ibe nli to destnbute »immnal maze 
pume PaprsdMun in the United Statice, When the company 
wroed down, Namco approached Midway Gams; 


which cor og To enge Augie siccess with me nde 


The Trutli 

lu short, i 8 teme. Bau tlie actinl anie da iude Sorell, A Feud exupted 
heirwoen Atari imd Namco in the Ts over the game Beedksutr Named Had 
beougit Attis Japanese operanoe and ersngfactured id drsteibustéd the 
Company = papes in Japan. With Hreiiaus, however Actu) only allowed 
Miaria te disti the game, and. liter on mianilacturimg the game foe 
iis release In (hé US, 

Whin Namco president Masuyu Nalumura discovered thai the 
Yakuza, the Japanese malin, wan rmaillaeturimg eounterten Beesdeme 
iachrmes, hie hegan building his own counterfeite to protest bine miimi 
Aran cuxeulives accused Namco of stealing their game, and the two 
eomgpnunmes Fily mé uw com. Ailai win. Adivr the cou hatile, Alan sem 
mn" vxeculive tu umooth niam: with Namo wand wphing any Comtrscts 
for iuum deas Ace sd] sum Namco a» & small-ume company imd fede 
that Nakamnca had been dishonest Bui te (us ma, Namco was ene of the 
largest and supongecst ande companies si Aem. largely due ro profits from 
ls ükeus, Namco emnineen had begon developing theii wen danu 
Impressóxd by she quality af the mew aiee he Atari executive signed i 
contract pinmixiny $1 inilliat in euchangeg Tos cotinine rig hie to Mirz 


paras. When Ne neturmed, he was miris fired for tlic action 


Wile the agreement burned eut i he one af Le smmartes deals in 


vidámgaame hinkory, frs superior wort immu. “Uh was Dr Jack and the 
Weanstulk, sald anz ex: Anan : We xem him i Tokya m sell rhe cow 
and [ec zume back with w few magit Hrani Cine of thope beans fered out 
© te PioMan ^ Amuwinogly. Acn passed og that Shea amd mtcad the 
Highs went io Midway. Alierwant. Alar d wire enough (i) Ranille fle 
US arcmin di&ribhutlan Bw Xs, Poder Pailin, Aciissé, toil ther 
Nice games, D should he noted Mist m peaksime nm Me Moy Ato) was 
deaónsrating te some fedliviges of mind ie ie US towards ihe game At 
ihe 1951 AMDA, where i was firai debured. d was Conadlercd “pou 


imple teo waki Lut as Dose: was desind eoo complice i 
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GAME OVER — FOR REAL? 
Has anyone actually died from playing videogames? And what about that epilepsy scare? 


| itz ine Videogames cam cause ternible medical proteste Warnings in their instruction Dodks for people. with epiiepsy. While 
= if bith the imental and physical variety = among then videowames will tol alfect Wil epllephice certain patterns und Backgrounds 


fatul epileptic seizures Will Calise problem for à small gmoap (who ure sittilluriv effected hy 


- - Ipcking ut any TV set, or at repeating patterns such a» venetian blinds), 
The Truth Aecordinir tà 4 spokesperson from a: videogame hardware 


A medical journal anze reported a ne infirmity called "Sere Inlet mamifucturer, two of three people haee had videogame-induced «cizurcs 
wrist’, game pads are oltm aceused of causing "Nintendo yinin, ats (i thee Cheat every major US trade «how. Afier year of experience; the 
there used ti Tits of re piti at" Pon Ma eli tut mene of game ciimpastizs are mo longer surprised when this happens, They quickly 
these preobléms have killed anyone, Additiemally. " : tere He peliple from thé floor and wry pi keep Ihem as Comfortable às 
videogames have heen blamed ina number of denha | Tal possibile waril the seizure end» 

that occur when an unstable individual (who UU | e. LE i | The News of the World ran the headline 
happens tO play Videogames) kills sumronge. The ^ + z p — | "VIRTUAL REALITY TRAPPED OUR SON IN A 
Bowon Herald once reported That a man who $- A d HORROR WORLD, referring to The coin-op, 

went on a killing spree practiced his apm with 大 ü P X 4 Crus mib SA: This m completely different ball game 
Virtue Cop: For some, any excuse t beer than | i | » 1 ngam. and has vot io be completely clarified; medically. 
taking responsibility für one's awn achons, amd . Far more mtormauon on the health and social 
videogames Jook likely to remain scapopouts Tor same time j eifecti of computer and videogame’, corean the 


Epilepsy iiie another matter. All games todàáy conic With Dangerous Games feature in E28. 


S I WIN, TAILS YOU START A SOFTCO 


Was.Microprose really started on a het? 





ng time Irepdx Sid Mujer anil HI Stéuley were the sume want very. good and-hie could rimke a better one. | ber him thai: | 
playing the Atari voia«op Keil Bornm when Maer he couldn’ tand told him.if he made a better game. 1'd «ell it." Meier came | 
hrigged that he could muko a bettor game: Sciley her to Stealey afew monitia liter with a same called Hella Ace | 
ihat be coutdn tomay ing. “You make a better game than When he tied the game; Stealey wasn’) partuwlarly impressed, He 
this, and UTI markes x made suggestions which Meter incorporated, “He had «some good 
suggestion abet things: Hke the bullets id the tien rate and things like 
The Truth that.” Meter remember 
"E met Ball tai Business meeting in Las Vegas” ways Meier. Thes hod of Once Mew mide the changes, Stealey agreed that Helfiór Ace wis ú | 
writing ron uml we played this old Red Hae eiiie Ax T recail. I had à winüihr game. He Dewan murkelimg ib amd Mieroprose was born | 
higher score (hen he dit" Stealey continued, "The high semi on the Meier recenilv Iyi Micreprose to found! Firàxis Patio to 
machine was something like 32,000 and I scored 35,000. Sul marched right Electronic Arial Stealey left alter the sale of Microprse tu Specirum | 
pest me with &2,000, Ax a pilut, that hurt erry pride, ac when he said Hat Holobyte uid |e now chairman (and chief tilaviesler) ar Tateracive Magic | 
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ARMY ARMED WITH COINS 


4 the US military really pay Atari to produce a version of Battle Zone to train soldiers? 


her view ine Bare Armie, Atari» 3D vector graphics 
tank hath entation, the LS) Army ap[roaefied Atati io 


raj u ndi vereucm of the came Tor lise im truinifig 


The Truth 

Aceending to Ed Rotherg. creator of Hauly Zone; AMan was commissioned 

te male d eh Sirtvion Ane thal celuded matano 15 ang 

Son iet Laks dte elite s He wa» eommiesuuned naci re. s 
Id hy x consulta OU 4 Led generis. They Though that a 


wird miukc iu scd arith Dol Tot 


Y ntroduetbien | Milley Fighting Vaghiclé. Aa ihe 


T 





GAME HEROINES IN PORN SHOCKER 


ceealur uL Anie Zee, Rolberg was uslant ne dexter tlie pustodtises 
simulati. He objected, Feelinat hurt Atari abis not get invalid with ifi 
military. bel Mnally began work on the projeet da 1981 etter recciv big 
marag that fie qoe wathi 5e mid I creamy ihe [Fototype (tar 
would need to fim romrom elc tr Create pho Trial prostueiiam versum |. M 
look Roiberg |hree months of constant work do develop he protovvme 
Taming vernm- of the gam iccontmy 10 him; he rarely sew f Wile 
while working on the project and ie hee few omi memes or eee 
Although ihe prorype was finistund hy the deadtine ccmiiany Ue 
hoe) | Atii décnted net do portie the miti Ii husiin inv furmteet 
LAL less tuo pits ar Militar Battle 2 
of collectives à Mílitrr Butte Zaire quickly bee wri 
ye of Atari, hut irdid lave onc fastine impression 
Vehicles autermg wheel became ye node! für fhe vantri 
Rütbetg = next propecia A pisai dulled Weary Saeed, Rotheru lel) Atari 
Detober 1981, Mimra the project wae nist; qo Tiomd. p new! vummpag 
with Fellow Ataresa Roger Hectoc ani) Howard Delman Alles 
He lel; Atary spice! à Tieeneing agreement with Luczst dli amd Worerg s 
projevt was finished and cenatned Stc Ware, So. even Though ile project 


ech fhited ilie gumc has rut some past en rhe amdastry 


Do videogame heroines star in X-rated comics and movies in Japan? 


iuram. y cano with dilLerent acid! values iban the 
UK: weno big deal diat mist eame lereines (optinely 


«tut ip X-rated entertainment. when notin games 


Che Truth 

Ux tree. soii of, Hugely pepulat; fat cheap, Black-und-white '"Tan-hoy 
Chimie toes giri nave VISE ATE naris apmesnng in exlreimely 
OTL ow TW? unma, THT he Sone are abil ae tela) as (hose Whi 
how ihe development teams from Sega and (Namco fighting it out. with 
giant swords (which are also more commun Dhan ane mighttinmk): [t ts 
rue; however Thar in the officially licensed Japanewe anime Street Fighter 


mulie C tun oes lopli um a shower speme 


-一 一 -一 一 一 一 - — -一 一 一 一 


GB & WALKMAN SEPARATED AT BIRTH 


Did Sony help design the NES and Super NES? 


iem uses Sony chips in ts game comsoles — this 
means Sony Ini had s haesit in the design of Nintendo 


» from he Shi) NES onwards. 


Che Truth 
li $ True, there are Sony ohi inthe NES and Super NES, but they re just 
eumd chips, The Super NES in particulur benefits from a Sony PCM chip 


| b inghit which jives n much beiter sound quality Than The proprietary chip 
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in ihe Mega Drive. Only the 
imo (Ae most ignoram 
Internet denizen: have 
managed ri» eo0dcoxt 
conspiracy Ihsonus whereby 
the prexence of a Sony. chip 
gives Somy any design credit 


im-à maotime 








—— 








Ror 





p — - 


Did Apple founder Steve Jobs screw Apple co-founder Steve Wozniak 
out of thousands of dollars while designing u gament Atari? 


hile wockuny mt Ati, Sirve 
Jules. WT] prim: sed S| (uk 
lr euachi chap he could 
erie Tren the design. ot 
liresdant. He astal lile iiem Steve Witeniak 
or help. bellies him he'd been piman $1080 


Piri hi atin (nmm bcr spilti Ite mira w 


The Truth 


The story sdgtailafc wivwrg but eiberwisc il 





Chdi ceat (sey torti $ T.OOU LE Uie gate 
contio WV iuh Chir und 5768 Uli 
hual-30 1 mre Paling tl ucodesd ttc quart in 
ve diva Alters car ten ee four dighis ty pane) fit 
wins sep Mellie uad Varus Dod reduc oul 
(he murmer chip tZ. aud, ya jka 
gayr up toe aye Wenunmdk Is BONY adea 
(he 5234 vie 

Youre Liter, Wortiak broke down aA teat 


wincn he discovered thay hte had i tually 





I» tencrualiy vue Thu movi campech vor of Phoen rad A5, 000 te dom Breikenr. abd 


| 


the «by (with quotes Tom, Wog rwppesus vi lud fice giving credit (or the wri rwhikh | 


(win Liurmurer « curious y names, bul wx moiy Woummk Wi 1 


: : | ! i 

nit Apple hittory book "The Muc In arma wara Though, Wernialk fad | 

| 
| | 
[ableton Muir" tte iam tone, Hie Piirid ec dexum ] 


wiin Heihnell wanted Stew Jobs wu» «n chert. quo per with Ae enmt | 


|| | Aur] ^s MOS Cin pibe ) tis desiym nint Hc ss pna Hus disin Nad Hs To | 


n Aired, labs weni pu Waoeniak iwi turi Lzwiw beu Irt diee ritieni iet [uw tfi 








worked at Hewleu-Packatd and told ln that produczieu edel | 
I 


MARINES BATTLE DEMONS FROM HELL 


Do US tax dollars pay Marines to play Doom? 














The US Murine Corps hos create) a pecial versn of Wd] 


Software '« Dmm por mining soldier 


The Truth 





lis tree. Wie US Marine Corps has created à special venison uf Doom fint 





iraining eaklere According to Cul. Paul Hamer. ihe Maritié-modified 


parmi piii à «eric ol training standards ard task» thai Maririés will he 
















required to aecumplish in the haltlefuekd. tI aliii har rerdex] that ill kinds 


tl specta jenjen of Thesm exit, lor carus purpeones. i 


hen Williams purchased TW (aka Atari Cóm-epi it 
ined an cactieve peop (Alan, with ET. and Apple, 
with the iit-fauwd Twiggy’ drives; iy physinlly 
demotishing hardware (Murbfe Afudmess Z-urcade 


boards: wh à «campollery yo legally destroy inventory for Tex purposes 


The Truth 
According to Mark Cerny, who created Mirtis Matinee: righin, Maiti 


Muineis 2 was nevérananufactured The prototype performed poorly ui 





toad locations. dnd Alti decided agsinst manatacturiigs the game, Al amv 


ten well bowie go believed io be in exetencc 
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nuMedia 














j mn 


on the digital entertainment revolution 


- ; | 
À meeting point for media capitalising 


| Vegas’ bustle for space against a satellite communicator and an 
advanced internet phone. Also on the agenda i5 a run down On the latest hacker 
non-fiction and a review of Microsoft's Nickelodeon 3D Movie Maker ES 
CD-ROM, in which Its conservative image goes out the window 





o Produced by Microsoft 3D Movie Maker 

* Developed by Microsoft he do-it-yourself cartoon 

s fio | Í seems to be a popular genre at 
tz L the moment. EA recently 
snaw released the brilliant Simpsons Cartoon 


Maker, and Batman and the X-Men have 
both been given a similar treatment 
courtesy of Random House. Now 
Microsoft has re-entered the fray with a 
rehash of its own 3D Movie Maker. 
which features characters taken from 
Nickelodeon cartoons such as ‘Ren and 
Stimpy’ and 'Rocko's Modern Life" 

Here, Microsoft never wanders far 
from accepted DIY cartoon wisdom, As 
with all other titles, the user selects a 
scene. selects a character, clicks the 
mouse button and drags said character 
about the screen. Hey presto: one very 
basic cartoon. Of course, on top of this it 
is possible to add more characters, a 
few interesting objects, and even some 
speech thanks to a comprehensive 
sample library. More accomplished film 
makers can then go on to create whole 
movies wtth various scenes, camera 
angles and special effects thrown in for 
good measure 

Where Movie Maker scores highly is 
in Its sheer range of options. Beneath 
the user-friendly interface lies a pretty 
sophisticated range of editing tools, and 
with perseverence some impressive 
results are possible, 

There are some proDierms, however. 
The visuats are not hali as attractive, 
humorous or carefully designed as those 
in the Simpsons title, and it's frustratingly 
difficult to piece snippets of animation 
together. Overall, though, this is a fine 
piece of software. One thing s for sure, 
Edge never expected to find three ‘fart’ 
sound effects in a Microsoft product 
This is almost worth tne price alone 

















* GSC 100 communicator 
* Magellan 
* £1.500 


* Available Summer ‘97 


* http: / www. magellanps.com 















GSC 100 communicator 


ith conventional GPS (global 
positioning system) satellite 
Navigation systems, you can 
find your way to the most desolate areas 
of the world. But up until now, you've 
had no convenient way of staying in 
touch once you get there. The launch of 
28 ORBCOMM satellites. due to go 
online this Summer, will change all that. 
From tnis tiny, handheld GSC 100 
you'll be able to send e-mails to, and 
receive them from, any internet address 
in the world. Sending a message from 
the top of Everest or the bottom of a 
capsized yacht won't even De that 
expensive. at around 25p for à 
Zawod message Future 
developments should allow your 
e-mails to be originated by 
Standard fax or even voice calls 
As well as the ORBCOMM 
messaging service, the GSC 100 
also incorporates a state-of- 
the-art GPS navigation system, 
which means if, while at the top 
of Everest, you're Suddenly 
Stuck for ideas as to now to get 
down, the GSC 100 can help out 
Naturally, this won't be the 
final word irn communications 
technology. Challenging the GSC 
100 in 1998 will be a brand new 
generation of satellite telephones 
from iridium, many times smaller 
than current bnefcase-sized units. 
Size does, of course, matter 




















Ultimate James Bond 


T 


here's a great exchange in 
Trainspotting’ where Renton 
complains to Mother Superior 
about Sick Boy's complete lack of moral 
fibre. Mother Superior thinks about this 
for a second before replying, “An, but 
he knows an awful lot about Sean 
Connery." It was, of course, the James 
Bond-era Connery that Sick Boy was 
interested in, and his obsession, 
documented in such a hip, modem 
book, ts a testement to 007's 
unwavering place in the British psyche. 

Sick Boy would no doubt thoroughly 
enjoy The Ultimate James Bond: An 
interactive Dossier, which ts pretty 
much everything a multimedia product 
should be: beautifully presented, well 
cross-referenced and absolutely full of 
information. Every one of the 17 proper 
James Bond films can be studied in 
detail here, right down to the cars 007 
drives, the gadgets he uses and the 
women he... well, kisses before the 
camera pans away (only to return when 
the couple are lying in bed puffing on 
post-coital cigs), 





3D/fx camera 


emember those scratchy 3D postcards you 
used to get in the 7057 Now you Can take 
your own rather unconvincing 
multidimensional snaps with this 3D/fx camera. tt 
works Dy putting three separate, small images (one 
from each of the three lenses) on each negative 
These are combined during processing to produce 
the final 3D print. The 3D/fx comes with a flash for 
indoor photography, is completely reusable and takes 
standard 35mm film 

The £40 price tag doesn't get buy much of a 
camera — it has manual winding with fixed focus and 
exposure — but considering other 3D models start at 
£100, the price is reasonable. However, using 35- 
exposure ISO 400 film, you'll get 24 in-depth 3D prints 
back from the processor for a staggering £20 à roll. . 








3D Camera The Widescreen Centre, teh 0171 335 
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The depth of the package is also highly impressive. In the James Bond profile, 
for example, tne user can study 4 guide to the secret agent's favourite alcoholic 
beverages - it's even possible to listen to dialogue clips of Bond waxing lyrical 


about vintage champagne and malt whiskies. Great stuff 


In effect, no aspect of the films is left unexamined, There are character 
portraits af all the allies, villains and Bond girls, as well as dazens of backstage 
photos and 55 minutes of FMV clips. Most importantly, there's plenty of intelligent 
and informative text — an element often overlooked when designers are struggling 


to produce flash graphical Interfaces and FMV interludes 


MGM Interactive has done a tremendous job of pulling together a vast arnount 
of information and making it all look and sound remarkably interesting. There are 
only a couple of gripes: a broader range of fim reviews would have been great, as 
would a James Bond psychological profile (one was recently written Dy a respected 
psychologist). Furthermore, Edge isn't really sure who this kind of product is aimed 
at - as much as there is here, fanatics and academics will want a hell of a lot more, 
and those with a passing interest will not want to fork out £30. Other than that, The 
Ultimate James Bond is an excellent companion to a legendary series of movies. 
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Programmable game controller 


radition says that PC owners play games, 
while Mac users sit around being arty. 
Gravis, though, reckons there are a lot 
frustated gamesters sitting in front of their PowerPCs 
The Firebird super-joystick is just for them. 

The Firebird, apart from looking like the flight deck 
of a Harrier jump jet, has 13 programmable buttons 
for keyboard and even mouse commands. For fight 
fanatics, the stick can link up to rudder pedals for 
extra realism. t's also got a T-grip analogue throttle 
and eight-way hat switch, which at least sounds good. 

In the likely event that you forget which buttons 
you ve programmed for which games, the Firebird 
comas with software that will print out a reference 
card visually depicting the button configuration. The 
device should be arriving in the UK soon 


* Mac Firebird 


© Gravis 


* $90 (approx £56) 
a Out now (US) 





Firebird joystick Gravis. tal 001 604 431 5020 


AXIS Internet telephone 


ar Net-heads who simply refuse to stop 
browsing even to answer the telephone, 
Uniden has just launched the AXIS internet 
Appliance in the US 

AXIS combines a digital cordless telephone witha | 
keyboard and LCD graphic display, conveniently | 
centralising all your communications needs. It will 
also automatically retrieve e-mail messages 
throughout the day, flashing an alert when there's | 
one waiting. And with a 2,000-message memory, the 
AXIS should be capacious enough for even the most 


socially-in-demand users | 





Available now for around $300 (approx. £187), the 
AXIS will soon be able to access special pages 
Carrying news Services, stock quotes and even fully 
capable Web browsers. 


eg | 


* $300 (approx £187) 
* Out now 


* AXIS internet phone 
* Uniden 
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Club tickets 

















niast month's Qut here 
section, Edge covered an 
electronic art exhibition 


Suikoden videos & CDs 


ased on the same story as “BOs 
cult TV classic. ‘The Water 


Margin, Sulkooen: Demon 














entitled Video Positive 97. The event 
has a launch party at Liverpool's Cream 
clup on April 11, which will include 
guest DJs as Well as art exnibitions. 
Also, the event's student conference 
has its own launch party on April 16 at 
Manchester's legendary Hacienda club 
Edge has 50 pairs of tickets for both 
events to give away. To stand a chance 
ot winning, answer the following: 


Name one of the three DJs responsible 
for mixing the ‘Cream Live 2° CD 





Century’ is a fabulous animated seres full of 
histnonic violence, typically apocalyptic 
scenarios and weird characters. The story 
as also recently Deen converted into a 
PlayStation RPG title, aoth named suikodern 
(E41], Dy Konami. In association with A.D 
vision, Edge can offer ten copies of the 
Suikoden’ Video (vülume one) ar 
Suikoden game, to the first ten peopte wno 


answer the following question correctly: 


Peru 
u uum 


Which Capcom game has been translated into 
both an anime feature and à motion picture? 
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, The Orb 





a usc which gets described as chilled 

out’ is offen too laborious, indulgent or 
boring even for background play. Dub, an the 
other hand, has a resonance and soul missing 
from much ambient electronica. 'Mystenes of 
Creation’ is à brilliant case in point. Spanning a 
range of styles from me Imd-Dack and 
unfocused work of Mad Professor (wine 
fered Protecbon so effective ro the 
creepy, naear-incustral noie of New Kingdom s 


‘Black Faicon Dut’, tris rwo-CD compilation m a 


great introduction to à greater musical genre 


A ithough drum'n'bass is an instantly 

| A listenablé form of music, it can get à 
little trite H not carried out with Some sense of 
experimentation. The artists on ‘Quango Sport 
play it sramit. Dut just about get away with it 
Cool Breeze's opener, ‘Can't Deal With Tres’, 
pretty much sets the tone for the whole 
compitator sparse. lad Dack, pleasant. Alex 
Reece, Kid Loops and Cloud Nine add to the 
neasr-soporific ambience. Even Tricky's sinister 
"Brand New You're Retro’ has been renied to 
sound bouncy and approachabie 


F ar "Future Sour read acid jazz, because 
that is exactly what tnis mellow 


compdation reeks of. The presence of Freak 
Power, Young Discipies and Inalisa confimn the 
chagnosis. it i5 actually sacrilegious t0 produce 
an acid jazz CD Which does t contan me 
latter's "Friendly Pressure’ track, While the 
songs here often verge on lush "70s lounge 
music (Rise from Nightmares on Wax baing 
the prime culprit), there rs a lazy style about 
mis album whieh effortesshy endears it to the 


hstener. Tum on, tune in, pass out 


or evidence that trance and rmealodic 
E forms of techno have much in common 
with 19805 videogame music look no further 
than Art af Trance s debut album. "Wildiite On 
One" kicks off with recent club stormer 
‘Kaleidoscope’. a bouncy, richly layered track 
mat sounds tke a Martin Galway or Tim Follin 
C44 tune dragged into the "905, before moving 
mreough the tuneful excesses of "Gloria, 
"copus ang Cambodia . Those craving more 
variety. however, may prefer volume one or 
two of Piatipus. own compilations instead 





H unter 5. Thompson's viviri tale of drug- 

| fuetied paranoia has been released in 
this spoken-wortd form in celebration of the 
book's 25th anniversary. Harry Dean Stanton 
exudes sow otiousness as the narrator, 
Wh jim Jarmascn 5 Sune Sarmonic ds 
Duke, and Simpsons regulars Dan "Homer 
Castelianeta and Harry "Barney Snearer 
provide flavour around the penpnery. Never as 
worthwhile an experience as me book, Dut just 
thia teket for those who can't be arsed to read it. 


A fter drifting aimlessly through the world 
Of amtwent for the last few years, Alex 
Paterson has steered his collective hack on 
Course, with a hercer and more exciting spin on 
that unmistakably spliffed-out sound. The dub 
backbone remains, and none of the playfuiness 
has been lost But gone are the sprawling 
DUAC-UDS and strung-out structures, replaced 
with a more direct and almost rcnno-based 
approach. A return to roots with a nod to the 
future — The Orb are back m Dusiness 
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The Art of Hacking 





"" (though the subject of computer hacking 
has slipped sligntly out of the general public 
consciousness of late, there is obviously still 
an interest in the activity judging by a recent 
proliferation of hacking books. 

To start with there's Imtiaz Malik's ‘Computer 
Hacking. Detection and Protection" which very much 
belongs in the ‘hacking is the greatest evil known to 
man' category. Much of the material covered here is 
skilfully Collated from a wide range of books, but that 
isn't to Say that there isn't anything new. Far from it 
there are chapters full of new Insights on security 
issues which any system administrator should be 
aware of if they have UNIX-, VMS- or DOS-based 
systems. The detail in these chapters alone justifies 
thé cover price. There are also chapters on hacking 
itself (but not the usual stories of personalities and 
their exploits) and British phone phreaking — the first 
incident Gating tack to the 1950s. 

Malik has also compiled the most exhaustive list 
of hacking boxes to date, from the ubiquitous blue 
box (used to make free long-distance phone calls) to 
the cheese box (used by bookies to make calls that 
cannot be traced by the police), Rounding off with a 
chapter on encryption (perhaps one of the few 
defences the user nas against hacking), Malik has 
provided an information source that should be read 
Dy professional and home users alike 

Approaching the subject from a more 
sympathetic angle is Eric Raymond's 'New Hacker's 
Dictionary" which takes a definitive look at the 
bewildering mishmash of hacker jargon, slang and 
technospeak. In some ways It could be said that 
creating a lexicon like this legitimises the whole 
hacker ethos somewhat, and the book does tend to 
reinforce the common urban belief that the students 
at the MIT Al lab - who simply enjoyed finding out 
how à system worked — are the true hackers, But as 
an academic work it is unsurpassed and, if you relish 
jargon and technospeak for its humour and 
inventiveness, the rich language on display in the 
"The... Dictionary" will provide you with lots of 
entertaining material. Highly recommended 

For a more objective look at the exploits of 
hackers and phone phreakers, Approaching Zero’, 
recently re-released by Faber and Faber, is a must 
Whereas most current books focus on the high-profile 
cases of hacking, here the early days of the activity 
are recountegd in detail, providing a welcome 
background to some of the cases and events you 
may have read about eisewhere 

uniike the previous books, "Approaching Zero’ 
aiso widens its Scope to take in other data-crime 
Issues. For example, a large section of the book gives 
the most concise account of the development of the 
computer virus to date. Beginning with the first 
documented attack, in October '87 at the University of 
Delaware, and moving on to more recent onsiaughts 
(which seem to grow more malicious as the years go 
by), this section i5 a gripping read in itself 

Written in a very accessipie style, reminiscent of 
"The Hacker Crackdown' Dy Bruce Sterling. 
‘Approaching Zero’ offers much information that you 
may not have encountered before, most notably the 
details surrounding the UK Prestel hack (where a 
computer user managed to hack into Prestel, get 
himself super user onvileges and then access the 
Royal Family's accounts). Rounding off with the 
authors own account of the infamous E911 
document trial of the Legion of Doom, this is à worthy 
addition to your library on computer hacking, 











EDGE magazine March 1997 





tscreen 

















The monsters feature impressive 
texturing and amusing animation 





MDK features a variety of gameplay elements, 


including the superb gliding sections, which often 


| call for leaps from genuin 


dizzying heights 
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deserves to De a resounding success, Murcer Death 
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jevotees of Earthworm Jim will already be familiar witi 


At hrst IOOKS, MOK Is a straignt-out shoot em up 


the first level begins with the player Skydiving onto a 
huge alien ship, already serving up swift and certain 
1 T A the pe r E jl L arti T i game 1 Deal 
mitay Wear, reminiscent or à weedy FMW tte, unti 
the player begins to realise that this is simply a 


dangerous bonus stage, that the ground is not a dead 


texture, but scaleable, and that it's getting steadily 
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nero, Kurt. Weapons Ty past, and must be collected 


before the inevitable happens, and the player 


plummets to the ship below. If it's done well, Kurt wil 
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remember how games used to De played; pICK up 
evel ything no matter how unreachable it May Sem, 


"Rad d ml. 


how insignificant; kill every monster; search every 


| m :meorougniy: and always take the highet ero JT WE 
Th ; SOMETHING (hal Many people may find adimicult 


für such is the visible splendour of MDK that there's à 
strong temptation to ignore these details and head 
straight for the next visual overlod 


Once on the ship, the game gets into its 3D stride 


Ine vast. weird architecture of the alien ships form a 
series of huge arenas and strange corridors. Texturing 


is handled with care, filling just enough to give each 


level its own feel and to highlight the route without 
zig 


maxing out the frame rate (although Edge would love 
5ee MOK using 3Dfx). The designers have been 


particularly clever here, giving the player a narrow 


but deep field of vision, eliminating the need for 


any distance fogging and allowing for some unique 
play mechar 
The two most vital components to gameplay are 





Kurt's sniper mode and his ability to glide. The first is 


one of the most startlingly original concepts to appear 





in a game for years, ave the likes of 
e and even Id faking notes as tne player moves 

from the third-person sprite perspective to the first 
rson, zooming nis crosshairs in on the distant 

Explosives and allen Sentries Mat, with a characteristic 
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Some of the aliens are h 

(above), and can only be killed by 
ives or a w 

sniper shot to the temple. Some 

levels feature aliens in floatation 

tanks (with impressive 

transparency effects) and MT 


walkways floating in space (I 
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take many more, which gives the game much of it ly, 8 te that has not only embraced 3D, E 
tactical weight, as the player strives to find the perfect but mastered it first time out. Dazzling um There's no shortage of imagination 
‘grassy knoll’ from which to pick off the most in the Shiny camp, as these mind- 
dangerous enemies Edge rating: BR. i boggling levels demonstrate 

MDK most resembles a 3D platformer when Kurt Nine out of ten 


glides and leaps across the rooTtops to reach pick-ups 
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together at once, while avoiding the menzied attack of 
a horde of flying, stomping, and ften bomb 


laden. aliens. Each hit throws him off course 
the ledges narrow and get further apart (particularly 
on the later levels), there's an awtul lot more to think 


bout than where tne fire butt 
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r example, drops a huge cow onto unsuspecting 
aliens, and if used at the wrong time, eyen drops a 


cow on Kurt, killing him. The bosses that feature in 
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handled properly, find themselve the mercy (or E 
bibas chien cali i aime Los More innovation: the sniper mode allows Kurt to 
iuge their more sadistic urges room in on his enemies and shoot them from afar 
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It's when opting for viewpoints such as this (top) that the control system problems really 
become apparent. The ellipsoid system proves excellent at depicting skeletons (above right) 








| ehind the original Ecstatica's enthusiastically 

B bloody scene-setting and cartoon appeal, the 
fixed viewpoints rendered gameplay 

remarkably similar to the aged Alone in the Dark 
series. Since then the likes of Fade To Black and, more 
recently, Tomb Raider have taken the third-person 
action adventure beyond these confines, using 
improved PC processing capabilities to power full 3D 
engines capable of tracking player movement in 
realtime. PC gamers have tasted a new genre which 
offers the dynamism of Quake, yet brings all the 
benefits of actually being able to see the protagonist 
on screen. Which begs the question, can there really 
be a piace for the statically viewed Ecstatica 27 

Early signs are positive. The 3D engine retains 
ellipsoids, but now sports full SVGA clarity, something 
which the artists have taken full advantage of. In 
Ecstatica 2 the curved motif is used throughout, the 
sleek lines of the various creatures mirrored in every 
brick and cobbled pathway of the castle. It's a simple 
idea, but one which furthers the feeling of graphical 
individuality. The extra resolution hasn't resulted in any 
appreciable speed loss, either, animation remaining 
achingly smooth on all creatures in the game, from 
horses and trolls to the Errol Flynn-esque hero. 

The dimensions of the game world have also been 
ramped up, with nearly 2,000 locations in comparison 
to the original's 80. The hero's repertoire of fighting 
moves is similarly impressive, bestowing an almost 
beat ‘em up level of complexity to combat. Sideways 
rolls, spinning kicks, and a whole range of weapon 
attacks can be used against the array of enemies, 
which range from rats and giant spiders to green- 
skinned orcs and hulking great demons. Such diversity 
in assailants and possible moves adds greatly to 
skirmishes, with each creature type possessing its 
own strengths and weaknesses, some attacking singly. 
others in groups. As with the original there's much 
bloodletting. but then held against Resident Evil's gore 
the images here seem far from shocking. 

Sadly, the minor gameplay flaws which plagued 
the original Ecstatica also blight this sequel. Actually 
lining the hero up in the right direction is awkward at 
the best of times, nigh on impossible to achieve when 
in a tense fight-or-flight situation. It's a problem 
further compounded by the many viewpoints which 
reduce the player to a speck in the distance, and by 
the accuracy necessary to actually inflict damage on 
opponents. All too often it's possible to die at the 
nands of a monster simply because a sequence of 
lunges with a sword missed by a couple of pixels. 
Given the complexity of manoeuvring a character 
through 3D environments, a more forgiving system 
would have been expected. 

Even the multitude of subtle touches in the game 
can give rise to frustrations. Why, for instance, is it 
possible for our hero to pick up a nearby rat, but 
weapons held by slain monsters remain out of 
bounds? The ability to plunder those defeated in order 
to gain better weaponry would have added greatly to 
the sense of progression. Tao often the player 
discovers potentially useful objects, only to discover 
that they exist merely for decoration. 

And then there's the decision to stick with that 
fixed viewpoint system. It's an understandable move, 
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There are around 35 different types of enemy, one or two of which are actually vaguely human (left). The ellipsoid system proves invaluable in 
creating solid-looking characters. Used with exemplary animation, the fight scenes make up some of the game's most interesting-looking aspects 


given the overhead associated with using ellipsoids The challenge Fcstatica 2 poses gamers is 

rather than triangular-based objects. And such tremendous, and those curious ellipsoids have once 
detailed and diverse locations would be Impossible to again proven to be a refreshing alternative to the 
replicate using a realtime 3D system. But the quality of mainstream 3D style. But the time invested expanding 
the environment in Tomb Raider isn't that inferior, and the game world mignt have Been better used ironing 
the benefits of a dynamically tracking camera would out the problems posed by that control system 

have solved many of Ecstatica 2's problems. Certainly Like its predecessor, Ecstatica 2 is a game with 
navigation and combat would have worked far more more balls than most. But maybe that's no £e 
effectively, while the loading delays that precede each longer quite enoug L- 
new location would have been eliminated : 

And yet Ecstatica 2 remains hugely appealing, Edge rating. — - —— o 
simply because it's obviously been conceived with Seven out of ten 
such care in every other area, and because tne 
balance between fighting, exploration and puzzie 
solving has been remarkably well judged. Few games 
can spin out an epic story so well, the blend of 
cinematic viewing angles and genuinely interactive 
gameplay proving hard to resist. And those ellipsoid- 
Dased graphics really are a cut above the usua 
generic polygon-based mush. For once game 
characters actually look like they exist within the game 
world - the way the Nero strides up stairwells, battles 
It out In courtyards and strives to recover his beloved 
Ecstatica from the clutches of the final demon is 


pure filmic magic 





Andrew Spencer Studios has used a blend of fractal algorithms and those ubiquitous 
ellipsoids to generate scenery. The result is a host of unique and atmospheric environments 


Although the prerendered graphics are naturally 
limited, they allow for some glorious scenes 
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Dark Savior | 





Garian can only move along the four 
compass points, meaning that 
gameplay can prove rather strict 
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The y of locations in Dark Savior is one of its distinctive qualities - the lurid colour schemes of this 


v 
showgirls (main), situated in the game's underground complex, is in marked contrast to the 


more naturalistic tones elsewhere (above right). The caged Bilan (left), whose passage you are overseeing | 





B uilding on its previous isometric arcade 
adventures - Land Stalker on the Mega Drive 
and Lady Stalker on the SNES - Japanese 
developer Climax obviously knew just what it wanted 
to achieve with Dark Savior. Using the same mix of 
story-driven RPG wrapped around a core of problem 
solving and combat, the game owes everything to the 
time when Ultimate first afflicted Sabreman with 
lycanthropy in knight Lore. Now, of course, the 3D 
effect isn't restricted to merely a clever programming 
trick, having been elevated to creating a proper 
environment capable of being viewed from any angle 
And it's the 3D world of Dark Savior that impresses 
most. Unlike previous games of this type = Equinox on 
the SNES, for instance — the locations in the game 
really are proper settings, not merely a series of 
abstract, unconnected rooms. Getting across 8 
yawning chasm doesn't mean jumping on the usual 
nondescript floating blocks, but requires negotiating a 
functioning crane or a series of decidedly unsafe- 
looking girders. While the game engine does suffer 
slightly from the usual Saturn glitching and slight 
slowdown when there s too much going on, it doesn't 
detract from the overall effect. The problem of judging 
distances and alignment of obstacles that has always 
plagued isometric 3D games is also negated somewnat 








Being able to temporaily view your position 
from different angles is a very welcome feature 





Sub-plots include the a 


ance of a female 
bounty hunter, but might have been improved 


by allowing you to temporarily adjust your viewpoint 
and Detter gauge wnat action to take next 

Fortunately, the RPG element is just as inventive 
as the 3D environment, further illustrating the gap 
between the Japanese and western approach to 
justifying a game scenario. The fantastical and the 
conventional are easily integrated into the story as you 
assume the role of bounty hunter Garian, escorting the 
dangerous monster Bilan to its place of execution on 
the remote Jaller's Island. Add to this a smattering of 
disgruntied prisoners, a mad warden and a rival 
female ninja and, while you may not have the most 
taxing tale, it certainly makes a change from the 
stereotypical space-marines-out-to-kick-alien-ass 
attitude so popular with western designers. The 
importance Dark Savior places on its Story I5 also 
reflected in the way it tries to escape the usual RPG 
problem of replay value. Depending on how you 





complete the prologue adventure at the beginning of 
the game (as Bilan escapes from the boat transporting 
him to his execution), the rest of the adventure differs 
quite radically. Multiple routes mean that you could 
play up to five different versions of Dark Savior — albeit 
with some common scenes - with over 100 different 
endings. Edge finished the first ‘parallel’ in just over a 
day, so even playing through all of the game's many 
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A blue bird called Jack accompanies Garian 
throughout the game, offering snippets of 
advice and even rescuing him at certain points 





testscreen 


The English translation is better 
than in many RPGs - but only just 





| Edge finished the first ‘parallel’ in just over a day, 
| so even playing through all of the game's many 
variations shouldn't present too much of an endeavour 





variations shouldn't present too much of an 
endeavour, but it's a neat touch nevertheless. 

As if to confirm its middle-ground stance between 
action game and RPG, Dark Savior strikes an uneasy 
balance with combat. Like its turn-based cousins, 
fighting takes place on a separate screen, but Instead 
of choosing attacks from a menu, bouts involve a 
best-of-three-rounds, SFii-style button Dash. However, 
while Garian can ‘capture’ opponents - thus giving him 
the ability to fight as different characters as well as 
performing blocks and special moves - furious, 
random button stabbing seems to Serve just as well 

If the individual parts of Dark Savior occasionally 
fall short of the mark, when brought together they 
make an engaging whole, and the game deserves to 
sell enough to encourage Sega to officially distribute 
more action-RPG crossovers such as the E 
upcoming Grandia and its own Shining Holy Ark 

Seven out of ten 


Edge rating: 
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game involves a mixture of action 
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elements, such as jumping between platforms 


The (above 


left and centre), and more sedate encounters with numerous NPCs that appear throughout 








Publisher 


^A Format Satum 


Developer: Climax 





| Price: £45 Release. Out now | 
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testscreen 


Die Hard Arcade 











hough Die Hard Arcade is a perfect Satum 
conversion of the ST-V coin-op, to call it 
EE anything but a very competent arcade game 
would be inaccurate. With the exception of a few 
options to bypass certain Sections, it i$ a Strictly linear 
affair, making for a very predictable experience 
Limited as it is in this respect, Die Hard Arcade 
boasts extraordinary depth in other areas. The number 
of attacking moves that the good guys possess would 
qualify them for entry into most straight one-on-one 
beat 'em ups. From complicated punch and kick 
combinations to throws and throw-breaking Kicks, 
there's more to the three-button control scheme than 
there might at first appear 
But the game doesn't limit itself to hand-to-hand 
combat: Included in the levels are a whole arsenal of 
both offensive and more makeshift weaponry. For 
instance, the machine and hand guns cause fairly self- 
explanatory damage, but broomsticks, assorted items 
of throwable furniture (a grandfather clock at one 
stage) and the self-assembly fiame thrower help make 
the game far more interesting and varied than the 
many of its type that have gone before. And for those 
more conscious of correct police procedure, Swit 
manoeuvring can also see enemies firmly nandcuffed 
and out of the game 
However, as accomplished an arcade game as Die 
Hard Arcade might be, serious questions have to be 
asked of it as a Saturn release. With plenty of 
continues (an unlimited supply can be earned 
beforehand in rounds of the antique submarine game 
Deep Scan), the game can be completed by à total 
novice in under 20 minutes. Although the idea then i5 
to finish in quicker and more life-economic times, that 
kind of reptay play is never as satisfying as the 
exploration of new areas. True, the excellent 
twoplayer game adds a lot - friendly fire becomes a 
danger here if the option Is turned on — but, again, not 


Format Saturn Put lishe 





as much as 20 more levels and a range of alternative 
routes would have done 
Die Hard Arcade is another fine Sega coin-op, well 
onverted to the Saturn. unlike such arcade/Saturn 
hits as Virtua Fighter and Sega Rally, though, it doesn't 


look fully at home, at home. For this type of X 
game, Guardian Heroes still holds the honours C 


Edge rating: 


Six out of ten 
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Raystorm takes the basic conventions of the vertical scroller and embellishes them with much visual innovation. Hence, a staggering complexity in 
realtime backdrops (left) and great set pieces such as this waterfall (right), where the player's craft plunges over a precipice belore reaching a boss 








in lato Chose tO convert ITS vertical projectiles and enemy craft Though thoroughly 
: Rayforce, t lerivative in its structure (eight levels, bosses at 
ne system, it quite wisely chose tr preset intersections), Raystorm achieves enougn to 
f the ets of the gal a keep players pumping away at the fire buttons for 
| ante | end everyining Pnilosoma snouid have 
ier i | èj 一 a i genre r. piaz med with every trick in 
Bg e PlayStat 5 DOOK 
T ned from sprites t The vertically scrolling shoot ‘em up is perhaps the 
| the PlayStation has taken over as the most recognisable videogame experience — one that 
ra : tne way back to Space Invaders = and 
X5 even oemel me name man An On a whisper OT Its Dasic meme can De touna in every 
1g the basic ideas of depth and singie modern shoot em up. Which is perhaps why 


E "gna! Te B mes E UD (ME -omnopanies ike raito are still tar ng Tus arcnalc genre 
p wit! e marvelious grapi ind exploiting It to produce enjoyable - i1 
flecting lasers blasts and gn! Edge rating: 

ick ur effect is most Seven out of ten 
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^ tly here. const ntly den dine that thi | The screen has a tendency to overload with 
player fights two wars at once. Added to thís, the | craft, laser fire and explosions at some points 









Backgrounds range from seascapes | 

(top) and deep space (middle) to | 
uge light-sourced spacecraft 

slowly orbiting planets (above) 
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Release: Out now (Japan) 
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Iter the sterling work Reflections did on 
Destruction Derby 2, cratting a stunningly 
quick engine and complementing it with 
action-packed racing, Monster Trucks has some great 
expectations to deal with. Witn early details of a free 
orienteering mode, over landscapes formed from 
half à million polygons and covering, to Scale, à SIx 
mile square, Edge hoped to be reporting on a very 
special title indeed 
Sadly, it wasn't to be. Instead, a title that seemed 
almost certain to crush Gremlin's mediocre Hardcore 
1x4 under its tyres stumbles badly in a number of 
important areas 
rhe game is divided into three different modes: 
Circuit Racing, Endurance, and Car Crushing. The last 
option proves the most forgettable, involving driving 
backwards and forwards over car wrecks, garnering as 
many points as possible before a time limit expires 
Competition in this level is limited to keeping up with 
the scoring of another truck, which is taking part in the 
event in the other half of the arena. just like 
Destruction Derby's bowls, this USP also proves to be 
an unwelcome and, frankly, tedious distraction from 
the real game 
Circuit Racing, which is as traditional as the game 
gets, is much better and shows off the game engine's 
strong points — its independent suspension system 
and physics. At first the handling is tricky, with lots of 





The Circuit Racing mode confines the player to a track featuring cliffs and unclimbable 
hills. These elements also manage to curtail some of the game's worst pop-up excesses 





oversteer, but once mastered the frequent jumps and one, and àn over-sensitive damage meter that sees 
competitive racing provide some spectacular many races end in mechanical failure — not a 
entertainment. There are flaws, though. Slowdown, for disastrous state of affairs, but frustrating nonetheless 


Endurance, on the other hand, cruelly exposes the 
engine's weaknesses, des v te actually being the mast 
'joyable mode. Pop-up, the bane of many a driving 
game, prevails. Where circuit-based games can 


compensate v with! cunnin ing t track and scenery design 
Endurance's open spaces give the engine no 
such cover, and the results can prove shocking. It's all 


very well challenging the player to find their way 
around impassable hills, Dut if you can't see the terrain 
until you ve nit it, there s little scope for planning 
ahead. Perhaps this is why the races themselves, from 
:heckpoint to checkpoint, take on such a familiar 
circuit flavour. The only way to ensure success is to 
oliow the leading truck, who knows his way around, 
until the last straight. Ultimately, all Reflections" 
impressive talk of freedom and flexibility boils down to 
nothing more than the odd bit of corner cutting 

There are other glitches, too. Take a wrong turning 
and you could end up in à strange alternative 
dimension of clashing polygons — a collision with a 
building can result in an infuriating bundle of fused 
shapes - and shou " you See too many of your 
competitors there's another generous helping of 
pace-sapping slowdown 

Reflections ambition in Monster Trucks ts laudable 
but the game turns out to be far less so. It would 


appear that the genre simply does not lend itself to 
gameplay thrills as comfortably as the likes of a 
Rage Racer and Sega Rally 

The rescue heli (top) is called at the touch à; 

of a button and you elsewhere in the 


Endu landscana. Ci lens flare (above) Edge rating: 





Six out of ten 





Your travels take you through the 


Format. PlayStation — — B M 


Developer. Reflections Price; £45 3 Release. Out now 


Crushing mode in full effect (top) 
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Testscreen 












The breakfast table element makes 
a return in MMv3, now with cheese 
jumps and milk-spill skid-pans 
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Each time all but one of the players 
(left) which goes on slightly too long. It's one of the game's few genuinely annoying 





is. The PAL machine runs at a constant 50fps making it the s 





is destroyed, the remaining vehicle does a victory jig 


What can't be conveyed by these screenshots is just how impressi fluid Micro Machines v3 
" i es fe sb racer to date 


n retrospect, the Micro Machines series 
almost seemed to mock the 14bit systems it 
dominated. Tiny vehicles, simplistic circuits 
and ‘O'-level-Art-standard characterisation added up 
to an atmasphere that could best De described as 
cheap and cheerful 
Though the Micro Machines toy-line license was 

hardly the hottest in town, CodeMasters had some 


killer cards up its sleeve: h 


Dalanced multiplayer environment 
The leap from 16 to 32bit looked difficult, and the 
announcement that the game would be polygon based 
posed several questions. How would CodeMasters 
polish up the game up without losing its diminutive 
charm? Would the gameplay survive the transition? 
After two years in development the game has 





Publisher. CodeMasters 
Price: £45 
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materialised and its graphics remain endearing, while 
simultaneously managing to be highly impressive 
Edge wouldn't have shed any tears if the characters 
have been dropped, but new renders nave been 
drafted in and hit the cheese-spot harder than ever 

Fortunately, despite these innovations, playing 
Micro Machines v3 feels almost exactly the same as 
playing its forebears. The sippy handling of the 
vehicles on offer is just right, as is the amount of 
difference between the way each type behaves 

The third dimension does make itself felt in a 
number of constructive ways, though. Some courses 
now have Dumps which need to be taken into account 
when cornering; jumps abound; and CodeMasters has 
taken the opportunity to thrust the everyday items 
which make up the courses further into the fore than 
ever, making for some hugely distinctive tracks 

The multitap-compatible multiplayer mode (which 
allows for up to eight-way races) - always the series’ 
ace in the hole — is excellent, with better balanced 
weaponry and some really challenging courses that 
balance against many more open and forgiving ones 

Naturally, it's not pertect, The camera occasionally 
abuses its new-found freedom, taking up obscure 
angles in during oneplayer games and making things 
difficult for the leader in party-play modes. 

These are minor criticisms, however. Micro 
Machines v3's blend of simplicity and variety in 
gameplay, plus its range of over 30 considerably 
different circuits, ensures that ultimately it gets 4 
Edge s firm recommendation 


Edge rating: 
Eight out of ten 


| Release: March — | March EN i 
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Scorcher NBA Hangtime 








ior +H HE IDA LJ aidan! Á TTA Faj Hm 
ven though NBA Hangtirnme was made by the 


Players race around the 

tracks in Scorcher on oe” hy toe ; 
j allowed to use the Jam name due to legal 

futuristic bikes (below). | E 
Scavenger s Lyrinx team reasons. However, the lawyers couldn t stop the 

has created a 3D engine developers from using the same exact engine and nearh 

that moves at a identical gameplay 

surprisi swift ^ iti even If you ve played NBA Jam, then you ve played most of 

d as. Nial ‘the e ff e s NBA Hàngtime. New to Hangtime are features like fade 


use effects aways and dribbling Manoeuvres that give the player 
(left), | the more control than ever before. However. none of this 
game's odd atmosphere really makes much difference. smce the usual shove-and 


dunk core gameplay of the series doesn't wait long before 


making itself known. A design-a-player option is perhaps 


creators OF the original VBA Jan, they werent 





the game's biggest difference to the titles it succeeds, but 
It ultimately proves of novelty valu 
The fcurplayer action of Hangtime is its saving grace 
especially on the N6é4 where the readily available four 
controller ports make multiplayer gaming extremely 


-TGA s | E i 


simple. Beyond that, the game has little right calling thi 
Nád home: the simple 2D sprites and digitised heads don t 
use half of the power available, and the poor frame rate is 
just unforgivable. in fact, the far inferior SNES plays host t 
a version that looks as almost as good and plays ever 
better due to Its more user-friendly controller 

There are certainly worse things to do with your N64 
than enjoying a fourplayer game of NBA Hàngtime (try 

| for one), but remember that you could Duy a 

second-hand SNES and the original NEA Jam (which gives 
Hangtime a run for its money, to say the very least) for 
nearly the same price as this cart. Assuming, of course 


that you really want more of this kind of dated E 
and occasionally plain dull, gameplay n 
s the dream that was Scavenger collapses 


under its self-generated expectations, Edge rating: 
Scorcher is released. For a futuristic Five ten 

motorbike racing game it would be unfair to expect 
anything original, but within the tight constraints of the 
racing genre, Scavenger's internal Zyrinx development Il 
team has created one of the most enjoyable yet simple ; zr 
titles for quite some time T7 

Scorcher's main strength is its well implemented do = oe 
difficulty curve. The six tracks Start at a challenging | 
but rewarding level and as you progress through the 
race, taking out obstacles and dodging the pits and 
jumps that appear lap by lap, everything becomes 
temptingly harder. The near-perfect physics of the bike 
complement this brilliantly. Gravity and speed are well 
matched, the centripetal acceleration NUNS you round 
corners, and the track edges are always threatening 
but never infuriatingly impossible to navigate. The 
whole affair belts along at a very respectable pace 
for a PC title, too 

Although Geoff Crammond's Stunt Car Racer still 
represents the ultimate in off-the-wall, strangely 
designed, gravity-controlied action, Scorcher gets 
closer to most efforts in attempting to take the crown 
for many years. It's an enjoyable game that attempts 


and succeeds in giving the PC something more : 
than a shoddy and unoriginal console port | 


Edge rating: 
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s biggest draw is likely to be its enormous range of quirky 

odi sid son leones tetigere à; 
head' p left). An attem an ambitious dun | 

Seven out of ten — Sisi ain were 
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The City of Lost Chil 


Playing a ro ier in a hostile world necessitates a rather different style to, fem 
of Alone In siding sneaking, stealing and es the wat sty of o say are — 





he City of Lost Children is based loosely | 


seite dbi n : Taking its cues from the likes of Resident Evil, Lost Children | 
e cinematic fantasy of erstwhile pes C | i | 

M novelists Jeunet and Caro. Taking its cues | uses prerendered backdrops and moody angles in | 

from Resident Evil and Alone in the Dark, it uses what's practically a recognisable 3D adventure format | 
prerendered backdrops and moody angles in what's Occ XR Dl ol 
practically a recognisable 3D adventure format. The | | 





effect is richly atmospheric, even if it doesnt always can only be climbed from one particular side. for no 
capture tne decrepit Bran deur of the movie's elaborate good reason otner than Miette 5 animation is set up to | 
computer-enhanced sets be viewed from that angle 
However, Lost Children is yet another depressing And, sumptugous as if may De, the environment 
example of emphasisir E grapnics to the detriment af often inhibits play. Important objects and Switches are 
the game Thanks to her conspicuous animation, sometimes impossible to make out, with nothir gt tC 
controlling 12-year-old heroine Miette is a real test of distinguish vital hot spots from the melange of no 
patience. Even a simpia task like tu ning c on a light interactive dissi objects. The worst excesses 
switch becomes a chore of bumping into walls, shifting eave you struggling to negotiate unseen obstacles 本 Se bha ld umen 
left and right, finding exactly the right spot to stand with a tiny sprite because the designers, thinking like x cer tero ra 
and direction to face while enduring repetitive 1 can ! him makers rather than players, have decided that a C J 
manage it’ messages. Such clumsiness undermines particular location would look better as a long shot 
any sense of realism or naturatism Perseverance reveals ltte more than some 
The lack of freedom also introduces elementary unintuitive puzzles with singular solutions. At one 
game design faults. To escape a warehouse, Miett early point you're completely unable to progress 
needs to climb a set of boxes. However, the first bci until you ve discovered an ‘invisible’ metal bar (an 


actión window only appears when standing right 
over it). Intelligent puzzle-solving is no more likely 
to reap rewards here than desperate trial and error 


even blind luck. T cm 
And regardless of whether it's sloppiness or lack — 


of familiar t with the hardware, there's really no 
excuse for a single saved-game file demanding ar 
entire memory card to itself = QUITE inexplicabD!e if 
such a linear affair with so few possibilities 

ine City of Lost Children s creators are obviously 
more interested in making movies than designing 
games. Indeed, on the evidence given here, it makes it 


difficult ta imagine that they play games at all € 
Overall, a tragic waste of misdirected talent | 





; - ; E 
A camera icon means multiple views available, | ^ Edge rating: Emo oco EE US 





helping to disguise the scarcity of locations 





Four out of ten 
Interaction is accompanied by 


Format: PlayStation — Publisher Psygnosis — T T IN - D CD-streamed dialogue, although 
| disc access is a « uncomfortable 





Developer. Psyg. France Price’ £45 
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Testscreen round-up 
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Crypt Killer 
Publisher Konami 
Releasi March 

B £40 


3nami was on to à loser from the start with this 
I4 com-Dp comeron, which. can lay claim to be 
retty much arcade perfect, in as much as ts just as 
poor a5 the orginal. The same biocky sprites leap out 
fromm weak polygon scenery, wave their arms about 
and throw spears with some of the worst animation 
yet seen on the PlayStation, and either explode on 
being shot or get so ciose to the Tront ot the screen 
that they resemble nothing more than a mush of tiles, 
Walenstein 3D on a 386 PC 


reminiscent of 


The Satum, even with its tncky polygon 


" — E um ma]. _ Fy firt F my 
prii PSSE, ri thue gu (t uh if dar d tor light qun LE rol mes 
with Virtua Cop and its impressive sequel, and 


Konami s PlayStation effort is so Tar behind in every 
department, it's almost laughable Add to that the fact 


that anyone with even the most basic hand-eye 


co-ordination could easily complete this in just gm 
a couple of hours, and Crypt Killer is DOA = 


Edge rating 
Four out of ten 
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Heroes of Might and Magic Il PC 


Publish Studio 3DO 
Release = Out now 


here was a time, à couple Of years ago, when 
| solid, highly respectable strategy games were 


the PC's staple diet Today, good exampies are a rare 


oammadgity, and Heroes of Might ang Magic eH fit 





squarely in this category 
At the mn ost basic level Thus Ga standard tantae i 
based, resource-management game with turn-based 
combat interludes. HOMM|! feels refreshingh 
unconstrained for this type of game, and players have 
freedom to explore, try any tactic and manage the 
id 


j 
T 
rv 


entire world. There are a huge number a 
balanced and interwoven elements that are a 
pleasant throwback to the old days, when the likes of 


= J 
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uter monitors. So 


y 
continuing surpnse that developers Tail to see what a 


demand there is for this sort of PC game which, when 


well-executed. can command a huge 4- 
following. They should open their eyes 


Edge rating 
Eight out of ten 





Legacy of Kain PlayStation 
P iblls n er . BMG Interactive 

















7 ow do you repackage old games for a new 
H audience? Legacy of Kain's twist is to make its 
protagonist an anti-hero, a rapaaous vampire who 
needs to sustain himselt on the blood of innocents 
Such desperately controversial elements have already 
won it an enthusiastic stateside audience 一 wnere il 
benefits from a dearth of competition 

Kom mares oldtashroned 2D overhead 
hack'n'siay mechanics with sub-Zelda puzzles, each of 
its trap-laden dungeons rewarding the player with a 
new weapon, a death spell or a tradibanal vampire 
form. Such spails typically reveal secondary powers to 
break boulders or scale wa 
previously inaccessible Sos af the world map 

It never surpasses what it imitates 
away the FMV and you could be playing any SNES 


acton-RPG arca 1994, a lack of flair detracting E 
Fom an othenwise amusing romp 


Edge rating 





thus apening up 


however take 


Six out of ten 





sonic 3D = Saturn 
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g heres an interesting story behind Some 3D 
| Sega wanted Sonic on the Saturn and. after the 


awtul mess that the Amencan Sonic Team made of 
Sonic Extreme, Sonic Team leader Yuji Naka 
deoded to quickly produce a Satum version of the 
Traveller's Tales Mega Drive title, Sonic 3D 
So, apart from a few new graphical effects, more 
colours, better sounds and a whole new 3D bonus 
round (very similar to the one seen in Sonic 2 on the 
Mega Drive), Sonic 3D ts ittie more than a 
straightforward conversion. This presents something 

4 dilemma. Should Sega be criticised for producing 
nothing more than a 16bit upgrade or should gamers 
aa their pride and enjoy the game for the 
playable, if basic, affair that it (s? A bit of both, actually, 
although the feeling is that Sega will have to come up 


with As stronger Sonic -based d tile than this = 
before the year is out | 


Edge rating 
Six out of ten 


| 








KKND PC 
Publisher Electronic Arts 
Release — M ———À REN, 
Price £35 








eiboume House marks its triumphant return to 
M the international gaming scene (the company 
Was previously known as Beam Software) with an 
excellent Command and Conquer done. KKND 
(Krush, Kill n Destroy’) is set in a post-apocalyptic 
Australia where battles are fought between humans 
(the 'Suryivors) and mutants (the ‘Evolved’), and 
distinguishes itself from 


virtue of a subie sense of humour and a superb 


the ubiquitous classic by 


oneplayer game, thanks to some brillianthy written Al 
routines. The units, too, are some of the best of the 
genre, displaying a wide variety of strengths and 
weaknesses that create a perfectly balanced realtime 
wargame. Melbourne House, which was perhaps 
previously best known for its Bbit beat ‘em up, Way of 


ihe "o loding Fist, is looking strong, and may even 


the onma teams over al E 
Westwood taking a few notes after this. 


Edge rating 


Eight out of ten 





Batman Forever Saturn 
Publisher Acclaim 





























ased on one of Acdam s hrst ventures into the 
B world of arcade games, Batman Forever looks 


every inch a com-op title. 

Acclaim's in-house motion-capture studio was set 
to work on the character details in the game, and the 
cuti i obviously a competent one, as some of 
Batman Forever's animation is impressive. 

in gameplay terms, though, wandenng through a 
bland landscape rapidly pressing the same button 
and ultimately wating tor boredom to creep up won t 
be what Satum owners would hope for from such a 
potentially strong license. 

5n, while the graphics and effects are fine and 
certainly make good use of the Satum's excellent 
spnte-handling capabilities, the game should have 
stayed where it was onginally intended: in the 


arcades, rs simply not suited to a lon g Seison Em 
in tront of a television at home | 


Edge rating 


Four out of ten 

















Shiny Entertainment 





Shiny Entertainment's Nick Bruty created this image for this 
month's unconventional and highly imaginative 3D shoot ‘em 
up MDK (see page 72). The game's hero, Kurt, uses a 


\ headmounted gun and takes out enemies with a zoom sight 


igs ote i nt decur Nick Bruty hd mniam oc PS umm 
I ‘ TET es 14cm: Shama 
































Although Nintendo's 
famed game guru, Shigeru 
Miyamoto, has claimed 
that Japan is far behind the 
west when it comes to 3D 
rendering, he'd have to 
concede that his eastern 
compatriots are ina 
different league when it 
comes to character design. 
Both factors are exemplary 
in the forthcoming 
PlayStation title, Kowloon's 
Gate, Sony Music 
Entertainment's long- 
awaited 3D RPG. The game 
is already looking deeply 
atmospheric, thanks to a 
whole crowd of distinctive 
and charismatic 
characters. Set in post-'97 
Hong Kong, the game 
promises an eclectic mix of 
sci-fi and fantasy artwork 


Chargcten created by GME desaror, Maka 
Kimura uung Softimage 








It may be taking its time 
arriving, but 
Dreadnought, (previously 
HMS Carnage) from 
Ocean's in-house team, 
Tribe, features some 
impressive hi-res 
renders, not least of 
which are these 
incredibly cinematic 
animations. The 
increasingly fashionable 
mix of science and 
fantasy features heavily, 
with the Victorians (no 
doubt lead by Jules 
Verne) waging war on 
Mars using triplanes, 
zeppelins and steam- 
driven tanks 
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Ocean Software 


Virtua Striker 2, from Sega's premier coin-op division, 
AM2, uses Model 3 technology to create some Stunning 
in-game visuals. This hi-res, prerendered static, however, 
favours SGI hardware instead of Lockheed Martin's 











Production of Cryo's 
Atlantis began in 
November "95. By the look 
of these astounding 
rendered images, much of 
the time since has been 
spent modelling some 
extremely detailed 
environments. The game 
runs in 65,000 colours, in 
SVGA only, and some of 
the renders consist of as 
many as six million polys 

















- Cryo Interactive Entertainment 














These images may look like 
SGI renders, but they were 
in fact created using’ 
200MHz Pentium Pro 
machines running 3D 
Studio r.4 and 3D Studio 
Max — chosen primarily 

for their superior light- 
sourcing capabilities 
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rcade garnes live or die by 
A their immediacy, and if a 
coin-op fails to hook 

players within a few minutes, it 
could well find itself rendundant 
within a few months of release. 
Most unsuccessful coin-ops either 
disappear without trace or end up 
haunting the darkest comers of 
seaside arcades. Sadly, that is where 
Rygar prematurely came to rest, 

For a PCB released in 1986, 
Rygar's primary appeal was its 
exceptional graphics. It was one of 
the new breed of coin-ops that led 
the charge to the increased 
resolution and colour palettes of 
the 16bit coin-op era. Despite a 
small main sprite, Rygar's visual 
punch was assured by its 
beautifully colourful parallax 
scrolling and fantasy-inspired 





retroviaw 


For its time (1986), Rygar featured some of the most vibrant and colourful asii seen in the arcade. 
Beautiful parallax scrolling, well-designed monsters and earth-trembling sound effects were its hallmarks 





graphic design. A precursor to 
other testosterone-fuelled hack 
‘eM ups such as Taito's Rastan 
Sago (E3) and Irem s Ninja Spirit, 
Rygar slotted comfortably into the 
‘hero saves the fantasy world 
agenda that so many coin-op 
companies chased in the late 
Eighties. Unfortunately, its 
gameplay was lost on most people. 

A combination of Castlevania's 
yo-yo style of combat and the kind 
of ultra fast back-and-forth 
dynamics found in the likes of 
Defender meant that Rygar was 
simple of the surface, deceptively 
diverse undemeath and, above all, 
fiendishly, nightmarishly difficult. 
What added depth to an 


attacks from all ind skilled had to master 
Enemy att technique of. me from eames ied players ha h ra 


essentially basic formula was the 
use of directional control over the 
extending weapon and subtle 
nuances such as being able to 
change direction in mid air, being 
able to jump onto branches to 
avoid advancing creatures, and 
even being able to hitch a lift on 
the backs of flying birds. 

Ihe key to progress in Rygar 
ultimately relied on secunng five 
different power-ups that, although 
subtle in terms of on-screen 
pyrotechnics, infused the action 
with intensely rewarding play 
mechanics and greater scope. 
Losing all power-ups immediately 
on contact with an enemy 
certainly proved frustrating, but 
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the fighter’s head 





only made the action more 
uncompromising. The impact of 
these was further heightened by a 
range of superb, thumping sound 
effects (the kind of gratifying 
squelchy, twangy sounds that only 
Japanese sound engineers seem 
capable of), making for an 
immensely satisfying experience. 
Despite a colourful but rather 
weedy Atari Lynx version, Rygar 
can still only be enjoyed by 
owners of the original coin-op PCB 
(of which fully working versions 
are rare), Fans of this style of 
game can only hope that 32bit 
versions will appear as part of 


some retrogaming initiative : 
on behalf of Tecmo. 


Glevator Action Returns 


Japanese developer \ ving is - 
EE plundering Taito’s vast coin-op 


catalogue to exhume an old fave _ 


Development house Ving, which has 
previously converted some of 
Toaplan's coin-ops to the FM Towns 
Marty, has acquired the rights from 
Taito to produce a Saturn version of 

The game will consist of an 
enhanced version of the original, 
offering three characters to choose 
from, but the original version will be 
available to play upon completion. 
A UK release looks unlikely, sadly. 
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A wide variety of coin-ops appear this month as fighting games from Atari and 
Capcom join a shoot ‘em up from Taito and the latest Model 3 game from Sega 


Taking its cues from m of ancha v Blade, a eens! of 

interesting weapons ve), althou | action volve throws, too. 
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every year Striving Tor Dg SUCCESS, but 


probably less than 10% ever really make a 






has studied the ngit games and cultivated 


the nent elements to make Mace’ The Dark 






Age a seminat title, despite ils once 
tenuous beginnings. AS Robert Daly, 
Mace's producer, explains, ‘Before Midway 
came along and merged with Atari, there 
were no resources for this game. We were 
on tentative ground for quite a while, But cludes 
Midway s philosophy was to let the team go | ā number of 
and do its thing. Once we began, we pulled female combatants 
Mace together very weil,’ . PE 
With support fom Midway anc 3Dix's 
two-chip Voodoo Grapnics solution (à 
modified version of the PC chipset booster 
for arcade hardware, also used in San 
Francisco Rush —see EAT), the 11 designers 
have transformed Mace into a 3D, 
pomygonat, wespon-based fighter aiong the 
lines of Namco's Soul Edge: Running at 
30fps at a standard resolution of 512x256, 
Mace is crafted after several other well- 
KNOWN! Drawiers, Gut adds eccentricities 
and flair in unexpected places 
'One guy on our team is in the Society 
for Creative Anachronisms, and he posed 
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icks (left) are joined by grapple 
ticks e are joined by grapple 


from its myriad contemporaries. 
But will Atari be able to include the 














for our motion-capture work,” Says Daly 
"I the moves didn't work out righit the 
first time, we could easily redo them 
because he was always around. We 
started with 30 characters drawn onto 
cards. Focus groups of teenage kids 
narrowed the group down to 11 while 
reinforcing things we already knew and 
pointing out things about the characters 
that we just couldn't see.” 

The final 11 represent an 
international collection of gods, belly 
dancers, samurai, and monks. They 
include such disparate members as "Lord 
Deimos’, a heavily armoured knight: 
"Takeshi', a noble samurai armed with a 
katana, and "Namira', à former hàrem giri 
with a chip or her shoulder and an 
overhead sword. The two bosses 
‘Grendal’, a black-and-red obsidian 
gargoyle with a skull hammer, and 
"Asmodious', the final boss — are dark 
and brooding, much like the game itsell 

The fight mechanics boast various 
combinations, throws, counters, cham 
combos, “and plenty of decapitatians, " 
says Darryl DePriest, the game's 
markenne director, with a grin A four- 
bution configuration controls moves, and 
fighters can compete ind full 3D arena, 
using side-srepomp and 3D attacks 
Sioping backeraunds, similar tà those 
usetd in Virtua Foahiter 3, will be 





as this swipe trail 


[pes quu rilzi d pego oi e ur 
traditional nng-outs are nonexistent, 
Instead, each large arena is surrounded 
Dy some ute-threatening element =De 
molten lava, quicksand, Toxic water, OF 
spikes — that cause damage but nol 
instant death. These danger Zones keep 
the fighting localised but avoid the abrupt 
endings seen inso many ring-oul games. 

Visually, Mace 15 stunninsr with 
moody backgrounds blended witha 
bright colour palette. The crisp, fluid 
animation. and full incorporation of 
texture-mapped palygorns on the 
characters work well and appear to 
create a Complete look, wilh a level of 
aed and sopnisticstión not seen in Arar 
Coin-ops for some time 

The preproducrion version Edge saw 
was nearing Completion, with) vangus 
lighting effects having just been added 
and tweaketcd. At tis S Mace 
appears to be off to a strong start, If the 
tial results live ur anerer] 
Atari s game could be the US-engineered 
brawler that finally makes big 
Japanese manufacturers Sit up 
and take notice 
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necessary gameplay subtleties? 


The twin-3Dfx chip set-up allows for some swish spot eth such 
hip setup to accompany the 
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potent factor comsierning the 
nproverents made in opposition Al each 
Bam in the game Can now Call upon a 
different ser of tactics thanks to me Model 
3s greater computational powers, 

Realism and etait aiso linger inthe 
periphery of the game. There are 24 teams 
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Siathums based on actual 
grounds, and eyen a Dal modeled on tne 

Acines Questra Dal à a5 usad in the 1994 
World Cup. AMD'S penchant Qr nroduct 
Step forward 

Virtua ‘striker 2, then, looks to be. à 
Significantly improved version oft ani already 
E solid football title, The de pai pranise 
unparalieeg Nuktty and complesity of 
player ONEEN, seem (b have fully 
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finesse doesn't interfere with pameriay, 
this should be the Virtua Fighter of soccer 
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Area System has been retained and refined 
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elements ànd visual improvements tà 
guarantee support from a committed fan 
set. Taito appears to be reaffirming 


Nager 
't& Dosition as & Shoot em up gant 






















[C a a pn - "I 2T] eps m Wars Poma apm bA beyti Ptt - e- ear Bi 1i 
fter Capcom's long-delayed second follow-up to the horrar-themed 20 





creation of a true tnim Sireer peat HE TE E KNOWN 2 
Cirit pily p (^ TE ire 4s F P nibkmrr § T - up t Ei 
Fihte tile. il was inevianie fiat Darkstalkers t0 westem àxcience 


E à 
br. ore Y » a i afi Py Rie u ET? 

] Bx HI eNTEEITUSIN THE TET VES 

Lil Aar reo atu ba F lark t irrt Tata Pe] 2 
4 Wins t e 1M Me LH ROM Fa ones ae hee I -3 


bust will make 

























Da eb 
4 Te ` 
ASS BS: 


ee, | 
inc mim al 


, i mE 
= i- 
| £424,543 
"=f EREET 
= MB RO AU 
| «4 LIM 
W 


got issue 40 free with my 
Special Reserve membership 
would like to say that Edge has 
come a very long way since the 
very first issue which | brought all 
those years ago. Then it was a bit 
thin on the ground with info and 
mainly consisted of a few reviews 
of Japanese imports of SFN. It's 
also easier to read and find what 
you want with more information 
readily available. 

The 3Dfx vs PowerVR article 
was very interesting to me as | do 
a lot of work with the latest games 
but nowhere in the article could | 
find which one exactly you 
thought was the best. | couldn't 
either find any sort of price 
(estimates) for the hardware. Do 
you think you could tell me? Also | 
couldn't really tell how these next 
generation cards perform against 
the present 3D accelerators such 
as the Matrox Mystique and the 
Stealth 3D. 

Another thing. In the prescreen 
of Powerboat you state that: 
‘Powerboat is replete with special 
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effects such as fog, many of which 
having only previously been seen 
on consoles. The big question is 
how well will it run with them 
tumed on? Fogging (and other 
effects) have been used on the PC 
for quite some time. Many flight 
sims, eg EF2000, and even games 
like Quake all use fogging. 

It is used to decrease the work 
needed to be done by the 
graphics card, meaning that the 
very far off polygons are 

not needed to be 
calculated at 
all. 
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As these are the first thing to be 
drawn and, despite their size, 
need as much calculation as 
the larger polygons, it does in 
fact speed up the frame rate 
and give the appearance of a 
higher resolution. 
Henry Gibson, 
via e-mail 
Given that 3Dfx and PowerVR both 
need time to gain a foothold in 
development terms, Edge's 
analysis relied on industry opinion 
rather than premature speculation, 
but on the whole it was clear that 
3Dfx currently seems the most 
favoured. With regard to prices, 
VideoLogic' s Apocalypse3D 
weighs in cheapest at 
around £170, while 3Dfx 
cards (either the Diamond 
Monster 3D or Righteous 
5D) will set you back a 
turther £50-60 
Regarding Powerboat, 
fogging has been used in 
numerous other games and 
Eastpoint's game uses the effect 
in order to generate atmosphere, 
not necessarily to hide any 
deficiencies in its 3D engine 
(rather like Innerloop's 
technology — see page 30). E 
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here is something missing 
from your analysis on Sony's 
Net Yaroze. 

A lot of effort went into 
describing the interest and 
importance of the shareware/ 
freeware scene that was in place | 
with the Spectrum, C64, Amiga, 
etc. This is true (I was there!), but 
there is a fundamental difference 
from both the developer and user 
perspectives here. 

Bedroom programmers knew 
that the code they wrote would 
run on their audience's boxes. 
Users knew that a piece of code 
they downloaded would run on 
their machine without an extra 
investment in hardware, 

| used to love the Amiga 
shareware and freeware scene. It's 
true that a lot was dire crap, but 
there was a lot that was good, 
interesting, and worth getting — 
the demos that were available, for 
example, were just excellent. 

This all sounds pretty negative, 
and | don't want to sound that I'm 
against Yaroze. It's an excellent 
move by Sony, and I'm even more 
happy now that | invested in a 
PlayStation rather than any other 
console system. 

| have a suggestion: Sony, why 
not devise a way of getting the 
Yaroze software onto normal 
PlayStations? A cheap (sub-£50) 
floppy-disk drive or something, for 
example. | would not be against 
having to stick in a few diskettes 
so as to get other people's code 
on my PlayStation — 3Mb is about 
two 1.44Mb diskettes. | can't 
believe it would cost a lot of R&D 
to get this out, but the impact 
could be that Yaroze developers 
would have a bigger audience and 
us end users would have a cheap 
source of innovative, original, 
gameplay-oriented software, 

Neil Aubin, 
Bucks > 
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4 True, the Net Yaroze project 


cannot hope to create an amateur 
development scene to rival that of 
the Amiga in its heyday. 
Unfortunately, there's little chance 
of getting what you so desire, 
even though, on paper, it does 
indeed sound like a viable 
proposition. 

Net Yaroze has been designed 
to be a home development 
environment, not a home 
computing environment. As such, 
it's not expected to attract interest 
from those who've previously only 
looked upon amateur 
coding developments from 
a third-person perspective. 


ew product... costing £550’, 

‘Yaroze owners...', '... 
purchased Yaroze' — did Sony not 
get around to correcting your 
(understandable) misapprehension 
that Yaroze is a product people 
will be able to buy? 

It is not. £550 gets you only a 
licence to use a Yaroze kit which 
remains Sony's property. You don't 
own the PlayStation nor any of the 
software, and are required to 
return it under conditions that you 
can probably guess! 

Can | suggest you have a close 
look at the licence agreement 
(when you get it)? 


Name witheld, 


via e-mail 
Phil Harrison, vice president of 
marketing at Sony in the US, had 
this to say in response: '| can't 
speak for the European agreement 
as | don't have one to hand, but 
the consumer buys the special 
black PlayStation = it's theirs to 
keep forever. Purchasers can 
become members of the Net 
Yaroze ‘culture’ which enables 
them to have access to the 
website and develop software for 
sharing with other members. The 
basic principal of membership is 
like any club — you have an access 
card which belongs to the club, so 
in the event you don't pay your 
membership fee (or break the 
rules of the club) the club 
management has the right to 
refuse admission by removing 
your access. The access card 
(which looks like a memory card) 
and the cable to connect the PC 
are licensed products which are 
part of the membership element 
of the product. The PlayStation, 





however, is yours to keep and 
treasure forever. 


L read with interest your story 
on Net Yaroze and its impact 
on game development. However, | 
was amazed to see virtually 
identical copy in both Edge and 
Next Generation magazines — right 
down to the same overall story, 
same ‘interview’ with Sony 
officials, and virtually the same 
layout (eg the appearance of 
sidebars with top developers). 

While this situation is probably 
normal, it didn't look particular 
good to those readers who 
happened to pick up both copies 
of these magazines. | mean ‘Edge 
went to Sony...', NG went to 
Sony...’, and Edge and NG 
happened to ask exactly the 
same questions and got exactly 
the same responses. It left me 
the impression that each of 
your magazines lack depth 
and individuality, 

Michael Sydenham, 

Altitude Multimedia, Australia 
Next Generation was launched 
over two years ago and is 
essentially an Amencanised 
interpretation of Edge published 
by Imagine Publishing in San 
Francisco, a company run by the 
ex-managing director of Future 
Publishing. Both magazines work 
together closely but their remits 
and overall mission statements are 
the same - to provide the best 
coverage ol the interactive 
entertainment industry — 
something that the link fosters 
greatly. Any duplication of editorial 
information is intentional because 
the magazines are created for 
different markets. Next Generation 


is sold in the US and not P zd 
widely available in the UK. 


emember the days of 

Beebop by the likes of Bill 
Haley? These people were derided 
and ridiculed for what they did. 
But look now... They're legends, 
with countless greatest-hits 
albums and films about their lives 
(well, not Bill Haley, but | think 
you get my idea). In time, the 
games industry will grow and 
mature, it will become an 
accepted part of our culture and 
maybe we will finally get some 
decent TV programmes (Edge on 
Channel 4?). | can see it now: a 





film about Sid Meier, tormented 
programmer, his life, loves and 
tribulations as he sits, tinkling on 
the keyboard while toying with the 
idea of playing God. 

Out of a recent survey taken 
between my friends at work (at 
3am on a Saturday nightshift), 
every single admitted to having 
played videogames at some point 
in their lives, while more than half 
of them actually owned consoles 
or PCs and regularly waggled a 
joystick. Many social evenings 
have been spent at my house 
guzzling beer, playing Tekken, 
smoking and arguing about 
games. These are peaple who 
have grown up with games, love 
playing them, and more 
importantly can spend huge sums 
on games and peripherals to 
increase their enjoyment. Yet the 
people who are in charge of game 
development - Nintendo being 
the worst culprit — are still 
churning out pap aimed at 14- 
year-olds! | find it absolutely 
incredible. Move on and move 
upwards — let the industry grow 
up with the men and women who 
follow it. 

Sony seems to be one of the 
few companies making a positive 
move away from this, while PC 
games have traditionally been 
aimed at the older audience as 
well. The ease of portability from 
PC to 32bit console has made it 
easier for games such as Fade to 
Black, C&C and LucasArts’ games 
to reach Sony's and Sega's 
machines. This is what the older 
player wants: strategy and 
playability (with a slice of 
bloodshed for good measure!). 

To close, I'd just like to say, 
come out of the closet and declare 
your addiction — | am a videogame 
player; | wrote THAT videogame. 
Perhaps the next time you're at a 
party, that attractive member of 


the opposite sex might just know 
who you are... 
Marcus Waldock, 
Co. Durham 


Videogamers have always been 
lumped into the same group as 
Dungeons & Dragons lans and 
Trekkers by some people, and the 
stigma is a difficult one to shake 
off, not helped by the fact that 
many fans of the scene 一 
especially some of those who 
corrupt the Internet with their 





incessant wibblings - who seem 
so keen (and amply able) to 
perpetuate the image. 

Sony's efforts in dispelling the 
myth that all videogamers are 
spotty herberts with inadequate 
social skills could be argued at 
length? But, ultimately, who 
actually gives a toss? 

if it’s something you 


enjoy, carry on enjoying it. E 


hose damn Yanks, eh? (Or 

should | say those good- 
natured, honest, hard-working 
Americans, fine fellows to a man, 
the whole bally lot of them?) 
Really, some people just can't take 
criticism. To be honest, | can 
almost (well, nearly almost) 
sympathise with Mr Hammack 
[see Letters, E41], as, being a 
Geordie (note the capital letter - 
pride is involved here), certain 
prejudices have not gone 
unnoticed. For instance, | myself 
feel particularly less Geordie-like if 
| have a single solitary thought 
enter my head which at some 
stage does not involve footy, 
booze or, for one week in July 
anyway, sex. On the other hand, 
were these obvious failings 
pointed out to me in a publication 
such as yours, putting pen to 
paper in complaint would be 
almost unthinkable (after all, 
speaking or writing intelligible 
English is, apparently, not typical 
Geordie behaviour), Clearly, the 
average Yank is devoid of the layer 
of skin that prevents them writing 
hate-mail to all and sundry at the 
merest hint of anti-Americanism. 

Having said all that, Mr 








| 














Michee! David Ault wants cheaper PlayStation gunes. Will Se 5 
new Platinum range, at £20 per game, be the answer to his prayers? 





Hammack did succeed in making 
me laugh, albeit at his own 
expense, which does go to prove 
one thing: they may not quite 
have grasped sarcasm or irony, 
but they sure have mastered 
being the butt of a good joke. 
Michael Stephenson, 
Newcastle Upon Tyne 
And that really is the last note on 
the topic. Edge's American 
cousins already have enough 
‘anti-US’ coverage in the 
mainstream media to deal = 
with, to say the least. E 
| have two things to say. 
One, | wish Edge's game 
reviews carried more comments 
on sound and speech samples. 
For example, Resident Evil on the 
PlayStation is unplayable as | 
cannot hear the speech. Could 
you possibly include a symbol in 
reviews to reveal whether a game 
is deal-friendly or not? | don't 
mind F! commentary, as it 
merely adds atmosphere rather 
than being integral to gameplay. 
Fade to Black has a caption 
option, which allows you to tum 
speech on or off. It should be a 
standard in all adventure/RPG 
games. (I'm not worried about 
sports games.) 

Second, I'd like to see the 
price of PlayStation games fall. 
Yanks can buy games for $50, 
which is roughly €35 here, but we 
have to pay £45. | believe the 


market is big enough for Sony to 
cut a tenner off the price; | 
believe all games should be 
under £30. | understand Sony has 
sold over seven million 
PlayStations worldwide, so why 
no price cut yet? 
Michael David Ault, 
via e-mail 
To address your first point, Edge 
will certainly consider including 
such information in game reviews 
where relevant 
Regarding your second, there 
IS not an across-the-board price 
drop in the offing for PlayStation 
software, but you may be 
interested to hear that Sony will 
be launching a series of £20 
games on March 7 
Called the Platinum range, the 
first sextet of titles will feature 
Ridge Racer, Tekken, Toshinden, 
Air Combat, Destruction Derby 
and Wipeout. Apparently, Sony 
intends to make 25-30 Platinum 
titles available before the end of 
‘97, which will be excellent news 
to thase thousands of gamers 
who've long suffered frustration 


over the comparative price E 
of PC software. 


he person who answers all 
the letters seems to have 
an answer for everything, non? 
| guess that’s what they're 
paid to do... 
Darren Pullen, 
via e-mail 


Rely on Edge to cut through the technobabble. Write 
| to Q&A, Edge, 30 Monmouth Street, Bath, BA] 2BW 


Q | have been following the 
emergence of 3D graphics 
cards and have two questions 

1. Would | be able to install 3Dfx 


[below] and PowerVR cards and 


switch between the two — or 


get the bol ME aea 
2. If 1 buy an MMX-enhanced 
Pentium, can I still insert à 
graphics accelerator card or will 
this prove incompatible with the 
new MMX technology? 

Robin Holt, 

via e-mail 


A 1. As long as you have two 
“ports free, it is theoretically 

possible to place both cards in 
the PC at once. The process is not 
entirely straightforward, however, 
because, in order to use one, 
you'll have to disable the other. 
Disabling the Video Logic 
Apocalypse3D is easy 一 When the 
card is in your PC, à small box 


| will appear on the right-hand side 


of the Win 95 task bar giving you 
the option to switch the card off. 
However, according to technical 
support engineers at Diamond 
(Monster3D) and Orchid 
(Righteous3D), neither 3Dfx- 
based card can be disabled in 
that way, As soon as you place a 


| CD-ROM in the drive and the 
| 3DÍx card detects either Direct3D 


or Glide code, it automatically 
takes over the display. It may be 
necessary, then, to use the 
Apocalypse3D card only for 
PowerVR ‘Extreme’ titles (ie those 
that use all the custom features 
of the technology and don't 


| employ Direct3D), leaving most 


games to the 3Dfx card. This 
option will no doubt prove too 
expensive and wasteful for most 
users, though. 

Furthermore, it is worth 


bearing in mind that, the more 


cards you have in the PC, the 
more chance there ts of it 
assigning information to the 


| wrong places. 


2. No, accelerator cards are not 
incompatible with Intel's MMX 


| technology and it is perhaps still 
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| worth purchasing one if you want | 


to use your PC just to play games. 
MMX helps mostly with things 
that the PC is doing in software 
right now — movie playback and 
3D calculations, for example. 
Graphics cards, however, can deal 
with tendering, sorting, etc, as 


| well as custom Visual effects. As 


eminently promising as Intel's 
new technology is, cards like the 
Apocalypse3D, Monster3D and 
the Righteous3D all boast 
features not provided by 


MMX technology. 


Q} Could you please shed 
Mad some light on the 
somewhat confusing issue of 
frame rates. It is my 
understanding that the human 
brain is only able to process 
images at a rate of about 26 
frames per second, so if this is 
the case why do developers 
always aim for a 50 or sometimes 
60tps screen update in 
videogames? Two games which 
supposedly (in their native NTSC 


versions) run at 30 and 60 hertz 





respectively are Soul Edge and 
Tekken 2, and to me there is a 
marked difference between the 
two — Tekken 2 being much 
smoother and realistic. But surely 
this contradicts the 26Hz 
threshold for the human eye 
Also, is it true that televisions and 
monitors have varying update 
speeds, and how does this affect 
the whole issue? 

Stephen A. Mackintosh, 

University of Edinburgh 


A As you correctly note, the 
human can detect the 

difference between 30fps and 
GOfps otherwise the difference in 
fluidity between Soul Edge and 
Tekkens 1&2 (and Virtua Fighter 
and Virtua Fighter 2, for that 
matter) would ga unnoticed. In 
movies (where the action is 
filmed at 24fps), you'll 
occasionally notice a jerkiness 
when the camera pans across a 
landscape, but on the 

whole 24fps is sufficient. 











B issue 44 tackles an ever-broadening interactive entertainment agenda, 
There will be exclusive reports from San Francisco and Seattle on the work being 
undertaken by rising development stars Z-Axis and Boss Game Studios, plus coverage 
of Edge's excursion to Bordeaux, home to Gallic digital dreamers Kalisto. 


E Edge also reports from one of the biggest coin-op events of the year - the Arcade 
Operator's Union (AOU) show in Tokyo. Here it is expected that Namco and Konami 
: will unveil realtime image generators designed to counter Sega s incredible Model 3 
= board. Naturally Edge will also endeavour to provide comprehensive coverage of all 
wÁ the other developments in state-of-the-art arcade entertainment. 


& | E44 will also be accompanied by a free 28-page supplement detailing the future of 
E interactive entertainment technology. Stay on the leading edge... 
p 
a 
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issue forty-four 
FAN on sale March 28 
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